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« NVIDIA* GeForce™ GT 430 1GB Video Card - DirectX 11 Support 
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« Intel’ Core™ i7-880 Processor $1329 - — 
« Intel” Core” i7-875K Processor $1044 | 

« Intel” Core” i7-870 Processor $1009 : 

« Intel” Core” i5-760 Processor $914 
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« Genuine Windows® 7 Home Premium 64-Bit Edition $98 
* Intel’ X58 Chipset Motherboard with USB 3.0 Card 

* NVIDIA* GeForce™ GTS 450 1GB Video Card 

* NZXT° Guardian 921RB Gaming Case + 700W Power Supply 
« Liquid CPU Cooling System with 120mm Radiator 

« High Definition Surround 3D Premium Sound 

* Optional: NVIDIA® 3D Vision Glasses and Monitor (+$499) 
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= Intel® Core™ i7-950 Processor  $4Q70 

« Genuine Windows’ 7 Home Premium 64-Bit Edition 

* ASUS’ Sabertooth X58, Motherboard 

« NVIDIA® GeForce™ GTX480 1536MB Video Card - DirectX 11 Support 
* Antec Nine Hundred Two Gaming Case + 800W Power Supply 
= Intel® 40GB SSD (Boot) + 2TB HDD (Data) 

* Liquid CPU Cooling System with 120mm Radiator 

* High Definition Surround 3D Premium Sound 

* Optional: NVIDIA° 3D Vision Glasses and Monitor (+$499) 
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* Intel® Core™ i3-540 Processor 


Components included with system 
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= Intel® Core” i7-880 Processor $1149 
* Intel® Core™ i7-875K Processor $864 
* Intel® Core™ i7-870 Processor $824 
ff 
= Intel® Core” i5-760 Processor $729 Z 
« Intel® Core” i5-680 Processor $824 
= Intel® Core™ 15-660 Processor $724 
« Intel® Core™ i5-655K Processor $729 
= Intel® Core™ 15-650 Processor $699 
* Intel® Core” i3-540 Processor $629 


* Genuine Windows® 7 Home Premium 64-Bit Edition 

* Gigabyte H55M-USB3 Motherboard 

* NVIDIA® GeForce™ GTX460 2GB Video Card - DirectX 11 Support 
* NZXT° Vulcan Gaming Case + 700W Certified Power Supply 

* High Definition Surround 3D Premium Sound 

* Optional: NVIDIA’ 3D Vision Glasses and Monitor (+$499) 
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* Intel® Core™ i7-980X Processor Extreme Edition 
* Intel® Core™ i7-970 Processor 
= Intel® Core™ i7-960 Processor 
= Intel® Core” i7-950 Processor 
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* Intel® Core™ i7-950 Processor 

« Genuine Windows’ 7 Home Premium 64-Bit Edition 

» ASUS’ Sabertooth X58, Motherboard 

* ATI Radeon™ HD 5770 1GB Video Card - DirectX 11 Support 
= Antec DF-35 Gaming Case + 700W Power Supply 

= Kingston’ 30GB SSD (Boot) + 1TB HDD (Data) 

= Liquid CPU Cooling System with 120mm Radiator 

* High Definition Surround 3D Premium Sound 
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« Intel® Core™ i7-980X Processor Extreme Edition $2639 
= Intel® Core” i7-970 Processor $2499 
= Intel® Core™ i7-960 Processor - $2174 
# = Intel® Core” i7-950 Processor $1879 
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= Intel® Core™ i5-S60M Processor $1049 
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GearsofWars 


Epic Games’ science-fiction trilogy comes to its 


gripping conclusion. Lead Designer Cliff Bleszinski 3 
shares how the series has matured and the 
emotional journey it’s been putting Gears to bed. 


We dig into 2011's most exciting 

titles, including Batman: Arkham City, 
Portal 2, Marvel vs. CapCOita 3x 

L.A. Noire, Dead Space 2, BuWeiste 
LittleBigPlanet 2, Crysis 2, Mortafo™. | 
Kombat, and more. 


A report on what really constitutes 
scientific studies on the effects 

of video-game violence—and how 
governments use this research. 


Twitter.com/gamepro 
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THE JOY OF PRINT 


hat you're 
reading 
right 

now isa 
time machine, a series of 
thoughts and ideas trans- 


ae: via a keyboard into 
PCs, saved and copied into 
a series of electronic files 
that are then processed 
and photo-etched onto a 
series of four metal plates. 
These plates are then 
loaded onto a machine the 
size of your house, which 
transfers colored inks onto 
a massive roll of chemi- 
cally treated wood, which 
is then collated, folded, 
cut, and stapled into a 
magazine. These are then 
put together into bundles 
and put onto a truck, 
which takes what you're 
holding right now to the 
place where you actually 
picked it up. 

Sounds lik ce a tortuous 
process, yes? Especially in 
a day and age when we can 
put those same thoughts 
online in minutes, to be 
consumed seconds later by 
you. So WTF are we doing 
still making magazines? 
And what are you doing 
reading it? 

Because I am—and I 
hope you are, too—one of 
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a collection of o sala 
thoughts, and ideas cre- 
ated by writers and artists 
in a traditional, old-school 
way, and bought together 
in a cohesive place to 
deliver a visceral reading 
experience. 

Sure, in the day and 

age of the Web, the 


magazine is no longer the 
news source it once was. 
But I still think that as a 
crucible of ideas, articula- 
tor of opinion, revealer of 
the future, and purveyor 
of potentially unparal- 
leled aesthetics, it is still 
as relevant and thought 
provoking as it has 

ever been. 

And that’s going to be 
my mission as the new 
head of GamePro: to cre- 
ate a magazine that wil 
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make you think, stimulate 
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your senses, and deliver an 


experience that you simply 
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cannot get anywhere else. 
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Julian Rignall 
VP, Content 
This month 
Julian’s having 
his cake and 


eating it, 


simultaneously playing World of Warcraft: 


Cataclysm with one hand and racing his 
collection of cars in Gran Turismo 5 using 
B-Spec mode with the other. 

Now playing: World of Warcraft: Cata- 
clysm, GT5, Pocket Frogs, Rage HD, Reck- 
less Racing, Need For Speed: Hot Pursuit 


Twitter: @jazrignall 


Karen Chu 

Art Director 
“What's for din- 
ner, Karen?” A 
2-litter bottle of 
Diet Shasta and 
a loaf of Wonderbread. It’s raid night. 
Now playing: World of Warcraft: 


Cataclysm, Pac-Man: Championship 


Edition DX, Pocket Frogs, Need For Speed: 


Hot Pursuit 


Twitter: @momopeche 


Jason Wilson 
Group Manag- 
ing Editor 
Jason may look 
like he’s hard at 


work, but he’s 


really pondering how to turn George Wash- 
ington’s holdings into a smoldering ruin. 
Now playing: Civilization V, Crisis Core: 
Final Fantasy VII, Eschalon: Book II, World 
of Tanks beta, Pac-Man: CE DX 


Twitter: @jason_ wilson 


nxxm Behind the Shoot 


Senior Editor Yes, the brains we used for the “This is Your Brain on Violent Games” feature were 

With Fallout: absolutely real. No clever stock photo manipulation or Photoshop organ-magic here. If a 

New Vegas fi- magic Photoshop wand did exist, trust us, we’d flail it around and plaster fake brains on 

nally conquered, everything as far as the eye could see. As much as we wanted to get our grubby hands 

@ Tae is focusing on actual human brains and make passé zombie jokes along the way, we had to settle 

on leveling up on Black Ops and crashing with using animal brains. After calling 11 local butcher shops and hearing, “Sorry, we don't 
cars in Need For Speed: Hot Pursuit. But even sell brains because people don't eat them” 11 times (and one “...but we do have cow 
he’s most looking forward to playing testicles—do you want those?”), we ventured to...the Asian supermarket. And there they 
Assassin's Creed: Brotherhood, especially were: dollops of pig brains in neat, plastic containers, like pristine angels guarding the 
its intriguing multiplayer mode. light-bloomed gates of hope. Moral of the story: Some people do eat brains.—Karen Chu 


Now playing: Cal! of Duty: Black Ops, 
NFS: Hot Pursuit, NBA Jam, Coin Frenzy, 


Assassin's Creed: Brotherhood 


Twitter: @taelurkim 


Patrick Shaw : 
Senior Editor : ay VIOLENT 


SAMES 
Patrick’s latest 


obsessions 
outside gaming 
include AMC’s 
The Walking Dead, XXL Chalupas, and 


scouring flea markets for cheap treasures. 
Now playing: Call of Duty: Black 

Ops, Red Dead Redemption: Undead 
Nightmare, Words with Friends, and 

1-4-24 (Dice) 

Twitter: @patrickshaw 


Andy Burt 
Assistant Editor 
Andy’s annual 
back-to-back 
winter illnesses 
have slowly 
started to affect his psyche, and the hours 
he’s spent watching Boardwalk Empire 
have induced delusions that he is in fact 

a gangster in Prohibition-era Atlantic City. 


He’s also still having nightmares about 


kicking (or not kicking) napalm-filled 


barrels in Call of Duty: Black Ops. 

Now playing: Call of Duty: Black Ops, Cut 
The Rope, Need for Speed: Hot Pursuit 
Twitter: @Andy Burt 


AJ Glasser 
News Editor 

AJ Glasser is still 
contemplating 


Kinect feng shui 


in her living 
room despite her roommates refusing to 
chuck the coffee table. Her next move will 
be gifting it to a neighbor with a bigger 
living room so that she can “drop by for a 
visit” when the Dance Central urge hits. 
Now playing: The Sims 3: World Adven- 
tures, Fable 3, Star Wars: The Force Un- 
leashed, Valkyria Chronicles 1& 2, Game 


Dev Story, Ravenwood Fair, Charmed, 
Words With Friends, FrontierVille 
Twitter: @Joygirl007 


Will Herring 
Reviews Editor 
Will is reading 
hard-boiled 


detective novels 


and speaking 
in overblown monologues. He holds out 
hope that fedoras, overcoats, and the 
word “shamus’” will come back into style. 
Now playing: Fallout: New Vegas, 
Monster Hunter Tri, Amnesia: The Dark 
Descent, Red Dead Redemption: 

Undead Nightmare 

Twitter: @gp greyscale 
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Andrew Groen 
Chris Plante 
David Kushner 
Emanuel Maiberg 
Joe Rybicki 


Dave Rudden 
Community 
Manager 

For the second 


straight year, 


Dave grew out 

a moustache for “Movember.” For the 
second straight year, he was the butt of 
jokes around the GamePro office. Luckily, 
he’s been hiding his affront to facial hair 
behind the office’s Windows phone review 
unit as he tests the platform’s first games, 
saving his coworkers from having to look 


at his barely hairy upper lip. 


Now playing: NBA Jam, Flight Control, 
Rhythm Heaven, Back To The Future: Blitz 
Through Time, Words With Friends 
Twitter: @daverudden 


Andrew Yang 
Senior Graphic 
Designer 
Andrew is 


reminiscing 


of succulent 
past days when being living-dead did not 
imply the absurdity of Edward Cullen. 
Now playing: Monster Hunter Tri 

(I hate you, Will Chu), LittleBigPlanet 2 
beta, StarCraft II 

Twitter: @stitchmind 


William Chu 
Graphic 
Designer 
Will has been 
listening to 
Waka Flocka 


Flame’s debut album while drinking Four 


Loko for breakfast. He's terrified. 

Now playing: Monster Hunter Tri, Animal 
Crossing: City Folk, 50 Cent: Blood on 

the Sand 

Twitter: @ashjaw 


Jeremy Signor 
Matt Polen 
Rocco Botte 
Stew Shearer 


Tracey John 


February Letter 


You Got Politicsin My Games 


In response to “Pros/Cons: Schwarzenegger v. EMA” 
by Dr. Douglas Gentile [GamePro.com] 


» I find it interesting that Dr. Gentile uses the term “violent 
media’ in this article, insinuating that music, movies, and 
television are just as responsible for prompting violent 
behavior as video games. This leads me to beheve that 
video games should be treated and regulated in the same 


way as those mediums. 


S a 32-year-old gamer and as 

a parent, [m part of the first 

] generation to grow up with 
video games, having played almost 
every console since the Atari 2600. I let 
my 5-year-old son play our PlayStation 3 
and Nintendo Wii, but I have the gamer's 
advantage of knowing which games are 
and arent appropriate for him to play. 

I read the reviews and educate myself 


about games, and! make it clear that my 
5-year-old is only allowed to play E-rated 
games. I will evaluate him as he grows 
to determine what he can and cant play, 
and I may feel that he can play M-rated 
games before he turns 18. If it's okay to 
criminalize selling certain games to 
minors, then movie theaters should be 
fined if minors go to R-rated movies. 
palancar—via GamePro.com 


“e-mail letters, comments, ideas to feedback@gamepro.com 
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Damned Canceled” by AJ Glasser 


The enormous amount of money wasted 
when a company cancels a game right before 
release is unbelievable. We're talking tens of 
millions of dollars per game—sometimes even 
more than that—just thrown down the toilet, 
without a finished product to show for it. 

If publishers are worried about the quality 
of their investments, why don’t they publish 
such titles in episodes or acts? That way, 
further development would hinge on the 
sales figures of the previous act, and unless 
the game is just awful—problem solved. 

There’s no excuse for wasting that kind of 
money, especially if the person in charge is 
just eliminating “less important” game proj- 
ects and tightening their belt to make their 
division seem more profitable at the end of 
the year. It just seems like a complete waste 
of time, effort, and money. 
—shortANDcurlies via GamePro.com 
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In response to Bonus Level 


by Dave Rudden [GamePro #267] 


When I first saw that Razer was releasing the 
Onza, a new third-party controller for the 
Xbox 360, I was extremely excited. If someone 
had recorded my reaction, it would’ve gotten 
more views on YouTube than the “Double 
Rainbow” guy. But then I noticed the posi- 
tioning of the “Start” and “Back” buttons: 

on the bottom of the controller, below the 
right analog stick and directional pad. The 
only online multiplayer game that I play 
competitively is Battlefield: Bad Company 2, 
and anyone who plays that game on the 360 
can tell you what a serious design flaw that 
button placement is. 

Bad Company 2 uses the “Back” button 
on the 360 controller to spot and tag 
opponents during battle—a tactic that 
serves as my primary means for locating and 
sniping enemies in multiplayer. If I were to 
play Bad Company 2 with the Onza, using 
this feature during combat would be next 
to impossible. 

Bad Company 2 might be the only game 
I’ve ever played that relies so heavily on the 
“Back” button, but I think Razer should 
have been a bit more considerate about the 
fact that some games are dependent on 
the standard button layout of Microsoft’s 
controller design. 

—Carlos Roman via e-mail 


Andrew makes a great observation: Why are 
so many movies terrifying while most video 
games aren't? All I can say for sure is that the 
movies that scare me the most are those that 
put me in the shoes of the characters and 
make me believe the horror they’re experienc- 
ing could happen to me in real life. You’d think 
that video games would be ideally suited for 
re-creating such an experience.... 
—CapitolHillProd via GamePro.com] 


Battlefield: Bad Com- 
pany 2..anyone who 
plays that game on 
the 360 can tell you 
What a serious de- 
sign flaw that button 
I think it’s one thing to feel frightened placements. 99 


off-and-on for an hour or so while passively 
watching a movie, but it’s something else en- . 
tirely to be constantly scared for several hours User Reviews: 
while attempting to accomplish specific tasks — 

with a controller in-hand. A genuinely fright- 
ening video game could be hard to play—and 
even harder to develop, which may be why a 
truly terrifying one hasn’t been made yet. 
—scottabc via GamePro.com : 
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Video games are art and should be protected 
under the First Amendment. How dare 
anyone try and tell me that the industry that 
has given me thousands of hours of joy and 
entertainment is not deserving of the same 
constitutional rights as film, music, and litera- 
ture. I'll be damned if I’m going to sit back 
and watch reelection-hungry politicians try 

to censor the greatest entertainment medium 
since film. 


—EKGPROD via GamePro.com 
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Hot in the Forums 
Have something to say? Join the conver- 
sation at GamePro.com/Forums! 


| Red Steel 2 


I think Microsoft's biggest hurdle is going to 
be making sure there are enough Kinect units 
available for people to buy. Given that Ama- ta 
zon and GameStop have both sold out of their Reem ecca eases 
Kinect preorders, it’s looking more likely that 
Kinect is going to be a big seller this holiday 
season. Personally, I didn’t think it would be 
this popular given its $150 price, but we'll see. 

The recent increase in sales of Xbox 360s 
could also bode well for Kinect if that is 
indeed the reason more people are buying 
Microsoft’s console. As for Sony’s PlayStation 
Move, I think it’ll have a very good holiday 
season. I’m not going to buy one, but I’m con- 
fident a lot of people will buy it as a possible 
extension or expansion of the motion-control 
gaming they've already experienced with the 
Wii.—Fat_bot 
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EvilGoku: Absolutely not! Helghast...yeah, I’m on the 
The design is just wrong, bus...bye.” 
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out there. I won't see that Derek_Janson: | would 


under my Christmas tree. get a PSPhone if it had two 
analog sticks. First-person 
EP1ICN3RD: [ll take a Realsoz: “Hi there... shooting would be so much 
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Where do music games go from 


O10 was a pretty 
busy year for 
music games. 
We had marquee 
releases from 
both the Guitar 
Hero and the Rock Band 
camps. Power Gig, a newcomer 
to the field, tried to steal 
some thunder. Rock Band 
released another single-band 
game, playing to the pop-punk 
demographic with Green Day: 
Rock Band. The Rock Band 
Network debuted, giving indie 
bands a new avenue to get 
music to the masses. It was a 
year with a lot of successes. 

But 2010 saw a lot of 
failures, too. Guitar Hero: 
Warriors of Rock released 
to less-than-enthusiastic 
sales. Green Day: Rock Band 
proved to be essentially a flop. 
Harmonix parent company 
Viacom put the studio up for 
sale. And Power Gig turned 
out to be something like the 
second coming of Rock Revolu- 
tion, which has an abysmal 36 
percent rating on Metacritic. 

This has, of course, stirred 
up the analysts again. Last 
year the industry was in an 
uproar due to diminished 
revenues in the genre—which, 
as I’ve pointed out before, were 
more a symptom of folks not 
buying new instruments than 
of diminished interest in music 
games. But now the sky is, to 
all appearances, falling on the 
genre. Again. 

Here’s the part where you 
probably expect me to point out 
once again why everyone else 
is wrong. But there’s just one 
problem: They’re kind of right. 

No, we’re not headed for a 
music-game crash of historic 
proportions. Don't expect a 
mass grave of plastic guitars 
buried out in the New Mexico 
desert. But we're at a crucial 
point for music games. The 
genre is ailing, and while paths 
back to health exist, they’re 


dwindling. Music games need 
to take the right steps over the 
next 6 to 12 months to ensure 
they can stay alive to see an- 
other holiday season. And it’s 
not going to be easy. 

Let’s look at the Guitar Hero 
franchise first. As hard as it 
sounds, Guitar Hero needs 
to radically reinvent itself. 
Warriors of Rock is a clever 
experiment in catering to the 
fanbase, but it’s proven largely 
ineffective. It’s time to ditch 
the over-the-top hard-rock 
trappings and grow up alittle. 


But more importantly, 
Activision needs to dramati- 
cally step up its downloadable 
offerings. When the company 
releases a special pack of DLC, 
it generates instant positive 
press and fan interest. But this 
happens rarely; far too often, 
Guitar Hero offers DLC already 
found in the Rock Band 
catalog—or worse, rehashed 
tracks from previous Guitar 
Hero releases. Reach outside 
the comfort zone more often 
(see: the Rocky Horror Picture 
Show pack) and it’ll keep the 
fans interested. 

By contrast, the Rock Band 
franchise is in much better 
shape. Rock Band 3’s radical 
new features have stirred up 
consumers, giving people a 
reason to take another look at 
music games. Now the biggest 
risk is stagnation: If the fran- 
chise rests on these laurels too 
long, it could find itself with a 
disinterested fanbase. 

The way to combat this is 
by aggressively pursuing new 
artists. It’s an embarrassment 


that a game like Power Gig was 
able to get exclusive access to 
artists like Dave Matthews, 
Kid Rock, John Mayer, and 
Eric Clapton. Harmonix needs 
to pursue these and other 
holdouts with the very power- 
ful lure of teaching players to 
play guitar for real. 

But it’s not just the big 
artists in the main Rock 
Band store that should be 
getting this attention. The 
company also needs to pursue 
significant indie bands for the 
Rock Band Network. At the 
moment, getting into RBN 
seems like a daunting task 
to the newcomer; Harmonix 
needs to make the process 
friendlier to musicians that 
aren't tech-savvy and do more 
to help artists connect with 
authoring houses to get their 
music in the RBN store. I know 
too many great musicians who 


have no idea how to even begin 
this process. 

As for any other company 
looking to get into this space, 
I have some advice for you: 
Don't. Trying to go up against 
these behemoths at this point 
would be suicide. Let things 
settle down before you try 
anything crazy. 

Now, I’m well aware that 
all of this is easier said than 
done. Turning this ship around 
is going to be hard. But hard 
isn’t impossible. With the right 
moves, a bit of restraint, and 
a little luck, music games can 
find a comfortable, sustainable 
niche. And then we fans can all 
relax until next year...when the 
sky will, no doubt, fall again. 
Joe Rybicki is a freelance 
writer who has spent the last 
14 years covering the video- 
game industry. He currently 
runs Plastic Axe, a blog about 
music games. Visit him at www. 
plasticaxe.com and follow 
him on Twitter at www.twitter. 
com/plasticaxe. 
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ne Joy of 
ressing Start 


' eature films, 

_ best-selling 
novels, video 
games, and blog 
posts all have 

2 i one thing in 
common. No, it’s not that I’m 
shoe-horning them into the 
punchline of a terrible joke. 

It’s this: They all start at the 
beginning. All of them require 
some gesture of initiation, be 
it the turn of a page, the press 
of a start button, or the click of 
a title link. 

I've studied multiple 
mediums over the course of 
my education, so I’m more 
than familiar with the stylistic 
and narrative conventions 
of film, literature, and video 
games. I know that films re- 
quire opening credits—or at 
least a title card. You can’t 
just roll the film. What if 
no one’s paying attention? 
Literature needs a table of 
contents, a dramatis personae, 
a title page—something that 
lets you know you're about to 
jump into the story. Games, of 
course, require that the player 
press the start button before 
beginning their journey. 

Somehow, only one of these 
conventions strikes me as 
peculiar and perhaps a tad 
outdated. It’s the button, the 
one that has found itself on 
every controller and nearly 
every title screen of every 
game. It may seem like a trivial 
matter, and I'll be the first 
to admit that it probably is, 
but it perplexes me nonethe- 
less. As a student of film, my 
education trained me to pick 
up on all aspects of style and 
narrative—especially when 
one jumps out at me as being a 
bit of an anomaly. The typical 
scenario for beginning a game 
is this: Once the game loads, 
you press start, as you do in 
most titles. You select your 
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mode, your difficulty, or some 
other similar setting, and 
you're off. But why press start 
in the first place? 

The main menu should 
usually provide enough 
information to let me know 
what I’m playing and what 
my options are. Pressing the 
start button merely adds a few 
extra seconds of delay before 
I can start gaming, andina 
medium often reliant on quick 
reflexes, hand-eye coordina- 
tion, and short load times, a 
few extra seconds can seem 
like a lifetime. After all, I don’t 
have to press start on my 
DVD's title screen; it comes up 
automatically, allowing me to 
jump right to a specific chapter 
or play the movie. 

My theory is that the start 
button is part tradition and 
part technical necessity. After 


all, the game has to load the 
main menu, right? My guess 
is that in some cases the start 
button gives the system time 
to do that while also letting 
you prepare for the game. But I 
think that it’s more than that. 
The first start buttons on ar- 
cade games were there so that 
you would have time to finish 
putting your coins in before 
the game started. Since then, 
I think that it’s become akin 
to a book cover; it’s merely an 
aesthetic choice. 

But opening a book seems 
SO passive when compared to 
the pushing of a button. By 


pressing start, you're entering 
into a relationship that is part 
of what separates gaming from 
other media—the unprece- 
dented level of user participa- 
tion. The start screen tells you 
that “This is the story that 
you ve chosen, and you're go- 
ing to have to tell it yourself.” 
Pressing the button is the “all 
systems are go” signal that the 
game needs before takeoff. 

So am I advocating the 
removal of the title screen? 
Absolutely not. I like the start 
button; it’s one of those little, 
unique quirks that makes 
gaming special. It’s wonder- 
ful to think that although it’s 
something tiny, it’s one of 
many traits that set gaming 
apart from other media—that 
give our hobby a life of its own. 
It’s not a novel, and it’s nota 
movie. To some extent, you're 
the author. A book will sit 
on a shelf with its story told, 
whether you read it or not. The 
last page exits along with the 
first. A film will roll whether 
you're in the seat, in the bath- 
room, or out at the concession 
stand. But a game is only going 
to tell its story if you’re there 
to experience it. 

So what are you waiting for? 
Press start! 
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Based in Columbus, Ohio, 
Matthew Polen began writing 
professionally in 2009. His area 
of expertise lies in theory and 
history of cinema, literature, 

and video games. He holds a 
Bachelor of Arts in film studies 
from Ohio State University. 

This is the 10th piece from our 
ongoing relationship with online 
gaming community Bitmob. 
com. Every month we select the 
best editorial submitted to the 
community and publish it here 
in GamePro. To participate, join 
the Bitmob community and 
start submitting stories. 


RLELUSIUE: 


It’s like getting 8 issues GamePro free 


Mass Effect 2 


a MEDAI* hares 
HONOR 
REDUX 


“TIER! 
OPERATORS” 


21ST-CENTURY 
AFGHANISTAN 


+ 


1 MOTHER NATUR’ AND. AMES CAMERON 


(how be Make s Great Video Came T atx) 


EED!/FORIISPEEDS Me 2 BRS Pretroia.o.: Meiacritic affects usa qucrnams MIDOS), Sse « SONY'S 
A 4 TP UR Sui 1 4 Wde-litet Acainiiagesies a Chel - : E : a ae ! SPEDER-MAN: g 2D DIME iS g 5 i a 


SECRET WEAPONS 


aes 
rf 


tnckunin 


RED 
FACTION 


American 
McGee's 
macabre 
new take 


on Lewis” i ~~ \ meen ini bite 
Late s , , 
airytale ~ . ‘ 


WHY GAM 
THRIVE ON 
ANONYMITY 


HOW ZYNGA Is 
REINVENTING 

SOCIAL GAMES w 
FRONTIERVILLE si 


SUPT DOIO MUSSR99 


Why video-game 
numor is special! 


The capability to make us laugh 
is one way how this medium reaches 
out to us on a human level. 


go to a lot of 
conventions. I think 
I've already started 
this article off with 
an understatement; 
I either attend, or 
exhibit at, conventions all year 
long. No matter how disparate 
the crowds may seem, one 
constant remains among every 
event—people dressing up as 
fictional characters. And of this 
subset of attendees, I find an 
increasing majority dressing up 
as, or advertising, just about 
every joke ever made in a video 
game. Whether it’s people 
gallivanting around as Team 
Fortress memes or trying to 
awkwardly tote a Companion 
Cube around, you can bet that 
just about every humorous 
moment in a video game 
is going to be run into the 
ground, over and over again. 
I'll be the first person to tell 
you: I'm sick of it. It’s tired. 
I've heard every cake joke ever 
written in human history, so 
I’m pretty qualified to say that. 
I started to think about 
what could be causing this 
trend—why do people cling so 
tenaciously to any joke a video 
game makes? I think it’s pretty 
clear that it doesn’t happen as 
much with other media; we all 
know that the funniest come- 
dic device in the past 10 years 
of film was 2006's The Prestige, 
in which Christian Bale and 
Hugh Jackman put on hilari- 
ous fake beards and maim each 
others’ hands and pets. And 
what happened there? I didn’t 
see anybody at any conven- 
tions rocking sketchy facial 
hair and knocking over booths. 
So why do we get so much 
value out of humor-infused 
games like Portal? What makes 
a memorable joke in a game so 
much more powerful than in a 
book or a movie? 


In showing up repeatedly 
to these conventions, | sort of 
worked out an answer. And to 
get it, all I had to do was talk 
to anybody at all about video 
games. Standing around in our 
Mega64 booth all day leads to 
hordes of folks wanting to pick 
our brains about our favorite 
games. Although my answer 
will always remain the same 
(Yoshi's Island, as I seem to be 
the one man lacking enough 
critical ear matter to endure 


€SO WHEN A VIDEO GAME TELLS A JOKE OR MAKES 
US LAUGH, WE CONSIDER THAT TO BE A REALLY 
SPECIAL MOMENT—WE WERE ENGAGED INA NEW 


EXPERIENCE OF PLAY, AND IT REALLY DIDN’T EVEN 
NEED HUMOR. BUT YOU GAVE IT TO US ANYWAY.9? 


Baby Mario's crying), it’s 
always incredibly interesting 
to hear what most affected 
other people in the world of 
video games. 

There’s just no definitive 
answer as to what the perfect 
gaming experience is. The 
candidates couldn’t be more 
across the board. Some say 
waving your hands around at 
a fake raft is the ultimate way 
to play a game. Others say the 
moment they saw the giant 
eel in Mario 64 was a religious 
experience. There are people 
who ve been moved to tears by 
text adventures. The spectrum 
is, very bizarrely, infinite. 

I think it’s because we're still 
learning what video games are. 
Just as the news battles on 
and on about whether they’re 
kids’ toys or tools of violent 
porn destruction, we as players 
are still trying to figure out 
what games are really evolving 
toward. We’re at a point where 
games aren't oversaturated in 
the way that movies are, and 


we aren't quite as consistently 
“expecting” something. (Al- 
though that cat thing in The 
Last Guardian is going to die 
at the end—we’re all on that 
same page, right?) 

While the decline in innova- 
tion in movies causes them to 
try superextra-hard to impress 
us, games aren't there yet! So 
when a video game tells a joke 
or makes us laugh, we con- 
sider that to be a really special 
moment—we were engaged in 
a new experience of play, and it 
really didn’t even need humor. 
But you gave it to us anyway. 

The reason we have so 
many people clinging to jokes 
from video games is the same 
reason we have so many people 
spray-painting their heads to 
look like Sephiroth at anime 
conventions—video games 
reaching out to us in a human 
way, whether humorous or 


dramatic, just feel really special 
to us. We can never forget it. 
We're at the point in video- 
game history that the film 
industry already encountered 
in the early 20th century, 
when it realized it could totally 
give us compelling stories and 
character arcs instead of just 
showing us trains crashing or 
chimps trying to bake a pie. 

Lest you think video games 
have reached their creative pla- 
teau, keep this in mind—the 
format is still maturing. And 
who knows what kind of adult 
it’s going to become? 

So the next time someone 
tries to tell you their 500th 
joke about cake, don’t groan— 
smile at the fact that video 
games are growing up. 

And then kick them in the 
nuts, hard. 

Rocco Botte is an actor, 
writer, and producer of the 
show Mega64, which can be 
found at Mega64.com and all 
over YouTube. 
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tne Best of limes 


ver the 
years, there 
have been 
many “most 
exciting 
times to 

be a gamer,” but as someone 
who's been involved in the 
video-game industry for 

most of its history, I feel 
pretty well qualified to say 
that I truly believe we’re 

at the beginning of an era 

that really is one of the most 
exciting times to be a gamer. 
Gaming as an entertainment 
form is splintering, evolving, 
and breaking new ground on 
more fronts than I can ever 
remember it doing. And that 
makes the present day a period 
we ll look back on as being 
historically significant for the 
business. So let’s have a quick 
tour of what’s going on: 

PCs and consoles are 
bringing increasingly sophis- 
ticated audio and visuals to 
ever-increasingly sophisti- 
cated games. No real surprise 
there—this is absolutely what 
we should expect. But what’s 
really exciting is how these 
games are connecting people, 
helping us play together and 
work together as true teams, 
overcoming extremely complex 
challenges in supremely 
complex environments. And I 
feel we're just at the begin- 
ning. I can definitely see a 
future where gaming becomes 
a hugely popular spectator 
sport. Just go to YouTube and 
you can see the millions of 
man-hours that people spend 
watching top players compet- 
ing against one another—or 
solo players showcasing their 
skills. How long will it be 
before the TV networks realize 
that broadcasting gaming con- 
tests makes financial sense? 

Mobile gaming is another 
huge growth area that is driv- 
ing some serious innovation 
in the way that we play and 
consume games. We have our 


traditional mobile consoles, 
but they are beginning to look 
anachronistic. Smartphones 
such as Android and iPhone, 
and emerging iPad-style tab- 
lets, are the real mobile gaming 
platforms of the future. Who 
wants something that only 
plays games when you can get 
a TV/movie/music player/ 

web browser/book/phone/ 
everything-else-you-can-think- 
of and great gaming system in 
a single, elegant package that 
can fit in your pocket? 

Because mobile gaming is 
such a potentially massive and 
competitive market, it’s forcing 
designers and publishers to be 
inventive and innovative. And 
that is great for gamers, espe- 
cially when you consider most 
of these games cost just a buck 
or two. No wonder mobile 
games are already grossing far 
more user time than what we'd 
normally consider the “real” 
gamers games. 


© GAMING AS AN ENTERTAINMENT FORMIS SPLIN- 
TERING, EVOLVING AND BREAKING NEW GROUND 
ON MORE FRONTS THANI CAN EVER REMEMBER 


IT DOING.” 


Another area where we will 
see big improvements and 
innovations is 3D gaming. 
Nintendo's 3DS shows us how 
3D can work without special 
glasses; PC tech is showing 
us how it works with them. 
And we have new types of 
TVs in development that very 
soon will bring an even more 
visceral 3D experience to our 
living rooms. I’ve been one of 
the doubters of 3D technol- 
ogy for a long time, but I was 
blown away by the 3DS. 

Cloud technology removes 
the need for processors from 
your PC—instead, all you need 
is a high-speed Wi-Fi con- 
nection and display technol- 
ogy and you can connect toa 


remote system that does all G) 
the number-crunching/file 

saving for you. And that same © 
tech is going to revolutionize 
gaming. Thanks to the ever- 
increasing speed of connec- 
tivity, you already can enjoy 
lag-free gaming connected to 

a machine halfway around the 
world. I firmly believe that per- 
haps even in a generation, your 
new console won't exist. 

We're also seeing huge de- 
velopments in social gaming, 
those highly ubiquitous, are- 
they-really-games games that 
everyone from Grandma to 
hardcore gamers play. They’re 
a different kind of game, sure, 
and there are good ones and 
bad ones. But they are helping 
push gaming forward ona 
variety of levels—most signifi- 
cantly, the general acceptance 
of gaming. 

Then, of course, we’ve 
recently seen the evolution 
of control systems. Love it 
or hate it, Kinect is provid- 
ing a new platform for new 
kinds of games...or what I'd 
call “activity games,’ which 
combine gaming with motions 
such as faux-sports, dancing, 
and fitness. As these new con- 
trol platforms become more 
mature and are inevitably in- 


corporated into the next gen- 
eration of consoles, we will see 
this genre of activity-games 
flourish. We can certainly 
imagine a future where some 
gaming will be a couch-based 
activity and where some games 
will leave you exhausted. 

We're in the midst of an 
important time for the game 
industry, one that will eventu- 
ally be seen as having major 
significance. And that’s why 
I'm so happy to have recently 
joined GamePro: Being able 
to cover this latest revolu- 
tion in gaming as it happens 
is something I’m incredibly 
excited about. 

Here's to a very bright 
gaming future! 


nthis months Spawn Point, GamePro examines the real science 
behind the franchise, how is faring under 


the aegis of Obsidian Studios, and how your brain acts after playing 
—and how governments use this research. 


Guardian from Dungeon Seige III. Full story on page 26. 


SPAWN POINT 


< The Real Science of 


In our Ongoing series examining the 
plausibility of science fiction in games, 
we dissect the scientific concepts behind 
Visceral’ bloodcurdling series. 

WORDS BY ANDREW GROEN 


espite being a relatively 

new video-game franchise, 

Dead Space has already 

Spawned two games 

(Dead Space and Dead 
Space: Extraction), an interactive 
comic book in the form of Dead Space: 
Ignition, and a plethora of novels and 
other media based on its fiction. With 
Dead Space 2 set for release later this 
month, we thoughtit was time to takea 
deeper look at this series .Setin the ear- 
ly 26th century, Dead Space’ narrative 
mostly focuses on the terrifying subject 
of being stranded in space, surrounded 
by an undead race of mutants known 
as Necromorphs. But underpinning 
this fiction are some highly fascinating 
scientific concepts. 

We investigate Dead Space with 

a variety of experts to look at the 
feasibility of these ideas, and learn 
whether we might actually be able to 
look forward to them in the far future. 


Central to the story of Dead 
Space is the technique of 
“cracking” planets. It’s a pro- 
cess of mining entire worlds 
with enormous ships such as 
the USG Ishimura. 

But is it realistic to con- 
ceive of a man-made device 
mining an entire world 
from orbit? “I think people 
forget how ridiculously huge 
planets are,” says Dr. Dave 
Goldberg, an associate 
professor of physics at 
Drexel University 

It might be possible if 
the planet-cracking ves- 
sals were enormous, but 
schematics show the ships 
in Dead Space to be only a 
few kilometers in length. 
That’s enormous by human 
standards but tiny on a 
planetary scale. It would 
be exceedingly difficult to 


cart back the planet’s entire 


PlanetCracking 


wealth of minerals, but 
Goldberg notes that if they 
were only looking for one 
type of mineral, it might 
be possible. 

“Even a boxcar can carry 
100 tons, and trains may 
have a hundred or so cars. 
That means the ship would 
only need to have the capac- 
ity of around 10,000 trains. 
It’s the future; I could totally 
buy it.” 

Goldberg also notes the 
problems involved in remov- 
ing large chunks of a gravi- 
tational mass. “Once you've 
pulled out a big chunk of 
a planet,” he says, “you're 
going to seriously mess up 
the gravity for anything 
orbiting it.” 


FI are 


1o Killa Planet 


Once humanity strip-mines 
a planet, what’s going to 
happen to the system of 
planets we leave behind? 


_ Would this affect the orbits 


of the other planets? And 
what would happen to the 
debris? Would it travel into 
the solar system, pelting 
other solar bodies? 

Probably not. “Most solar 
systems are basically just 
a bunch of planets with 
1-on-1 relationships with 
their central stars,” says 
Goldberg, pointing out that 
most planets other than gas 
giants such as Jupiter have 
only few influences on 
each other. 

As for the debris turning 
into planet-killing asteroids, 
well, that depends more on 
who is doing the cracking. 


“If they were careful about 
it, nothing [would change] 
Goldberg says. “The pieces 
of debris would continue 
orbiting the sun exactly as 
they did before, albeit in 
chunky form.” 

The floating chunks are 
at such a distance away 
from anything that the 
individual pieces would need 
to be blasted with enough 
velocity to expand their or- 
bit to reach another planet. 
In other words, whoever was 
doing the cracking would 
have to either be completely 
malicious or utterly careless 
for anything significant 
to happen. 
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Hallucinations 


The notorious Red 
Marker—which is princi- 
pally responsible for most 
of the awful events of the 
Dead Space games—has 
extremely peculiar effects 
on humans. It was at first 
believed to be a divine relic 
but later discovered to be a 
human-engineered device 
capable of odd powers. 

The most notable among 
these is the capability to 
induce hallucinations in 
humans. The Red Marker 
can cause people to mentally 
create phantoms such as 
dead loved ones and entirely 
morphed simulations of 
the reality that exists 
around them. 

But does humankind 
actually have the ability to 
induce hallucinations in 
otherwise healthy individu- 
als? Dr. Charles Alec Pollard, 
director of the Anxiety 


Disorders Center at the 
Saint Louis Behavioral 
Medicine Institute, thinks 
it’s possible in a few differ- 
ent ways, although it’s likely 
the Red Marker would have 
to be far more rudimentary 
than it may seem. 
“Certainly, fever, certain 
chemicals, and extreme 
sleep deprivation can cause 


hallucinations,” Pollard says. 


“There are also flashbacks, 
like the reexperiencing of a 
past trauma. They are not 
technically considered hal- 
lucinations, but the person 
may feel as if he or she is 
actually there.” 

The Red Marker may not 
be a piece of modern tech- 
nology, but its applications 
seem relatively practical ac- 
cording to modern research. 


Planets may not only 

be exploited in the 26th 
century, but some may 

also be deemed suitable 

for terraforming into a 
living world suitable for 
Earth-evolved organisms. 
Mars, for instance, has been 
terraformed and colonized 
in Dead Space, as have 
several other worlds. This 

is an incredibly exciting 
thought, one that could 

be possible someday. “It is 
certainly in the realm of pos- 
sibility to terraform a planet 
to be suitable for Earth 
organisms, says Dr. Harold 
Geller, an astrobiologist and 
professor at George Mason 
University. He also believes 
Mars is a possible candidate 
for terraforming in real 

life, noting the abundant 
evidence that Mars once 
had an atmosphere and 


—lerraforming 


free-flowing water on the 
surface (though he says it 
wouldn't be cheap). 

While Mars’ gravity may 
be too small to maintain an 
atmosphere on its own over 
long periods of time, Gellar 
says it would be possible 
for humans to routinely 
supplement the atmosphere 
to fit our needs. The only 
issue would be that the at- 
mospheric pressure of Mars 
would likely be too little for 
humans, only truly support- 
ing smaller Earth creatures 
like microbes. Geller says, 
however, that underground 
facilities where the pressure 
is higher could easily solve 
that issue. 


Ge Verdict 


The USG Ishimura is said 
to be one of the largest 
planet-crackers at several 
kilometers long. 

This raises an interesting 
question: How would we 
get something that huge 
into orbit? In the 1950s, 
the U.S. military invented a 
theoretical means for lifting 
enormous spacecraft into 
the atmosphere after an 
experiment known as Op- 
eration Castle proved that 
nuclear detonations could be 
used as a propellant. 

These plans used precisely 
timed nuclear detonations 
under the ship to vault it 
into high orbit. This idea 
was rejected since the mas- 
sive fallout would require 
the designation of an entire 
area of the country asa 
radioactive launch site. 

“In principle, there is no 
limit to launch size, but 
the cost in propellants will 


The USG Ishimura 


increase with the mass of 
the launch payload,” says Dr. 
William Sirignano, professor 
of mechanical and aerospace 
engineering at the Univer- 
sity of California, Irvine. 
“As we increase the payload 
that is being placed in Earth 
orbit, the cost can increase 
faster than the mass.” 
Sirignano explains that 
this is the reason why large 
modern spacecraft, such as 
the International Space 
Station, are assembled 
piece by piece while already 
in orbit. Regardless of the 
method, it would still be 
incredibly expensive to as- 
semble something the size 
of the Ishimura. The space 
station alone has cost over 
$35 billion to construct, 
and it is many times smaller 
than the Ishimura. 


@@ Verdict 


“Possible 


Necromorpns 


Many different types of 
death exist, all of which can 
have different implications 
as to what your remains 
could be capable of if they 
were “reanimated.” Being 
“clinically dead” is, in 
modern science, merely a 
medical condition in which 
the patient has all of the ap- 
pearances of someone who 
has died. 

At this point the heart 
stops pumping and the body 
begins accumulating what 
is known as ischemic injury. 
Many parts of the body, 
such as bones, muscles, and 
some organs, can survive 
without blood flow for many 
hours (even longer if they're 
cooled). But the brain is 
much tougher to preserve. It 
begins taking damage within 
seconds and after 10 min- 
utes is irrevocably harmed. 

It’s also worth noting 
that cutting-edge medical 


research is experimenting 
with chemicals that when 
injected into the body radi- 
cally cool it. This can allow 
extra time for resuscitation. 
What all of this means for 
Necromorphs is that some 
of them may technically be 
possible, however unlikely. 
It’s practically impossible 
for Necromorphs to come 
back under their own 
power except immediately 
after death. But if another 
organism had the (admit- 
tedly impossible) amount of 
complexity to attach itself 
to the nervous system of a 
recently deceased corpse, 
it would theoretically have 
healthy organs to control. 
And this is, in principle, 
no different than inputting 
a donor organ into a 
healthy body. 


@ Verdict 


probable 


Obsidian Studios turns its writing chops 
toward an unfamiliar genre and setting: 
the cutthroat world of Dungeon Siege. 


WORDS BY 


©) gaze down on the blaze that’s 

consuming my ancestral home, the 

Montbarron estate. My eyes redden, 

not because I mourn the loss of my 
eS childhood home, but rather out of fear 
for the future, for the sons and daughters of the 
10th Legion who stood between the people of 
Ehb and the warlord Jeyne Kessynder are likely 
dead. I go inside in search of clues and survivors 
among the burning timber. 


Obsidian Studios sets a markedly dif- 
ferent tone with the opening of Dungeon 
Siege III than the one Gas Powered Games 
established in the first two installments of 
its action-RPG. In Dungeon Siege II, you 
start as a warrior pressed into duty for 
the dark warlord Valdis as he assaults the 
dyrads, fighting a host of sylvan creatures. 
In Dungeon Siege III, your character has a 
tangible past, a deeper connection to the 
story than just “kill the big bad” objective of 
the previous game. This shift in narrative 
focus shouldn't be surprising; while they did 
develop a great deal of lore, Gas Powered 
Games’ head Chris Taylor knows that, at its 
heart, his studio is best suited for making 
real-time-strategy games such as Supreme 
Commander 2. 

Enter Obsidian. The RPG house aris- 
ing like a phoenix from the ashes of the 
acclaimed Black Isle Studios (Fallout, 
Planescape: Torment), Obsidian has a well- 
deserved reputation for crafting engaging 
stories. Set some 30 years after the player’s 
hero destroys the threat of the Dark Wizards 
in Dungeon Siege II, the third game in the 
series sees the realm of Ehb embroiled in a 
civil war brought about by the death of its 
king and the rise of a cruel, power-hungry 
warlord. Its story opens with the dramatic 
and almost total destruction of the 10th Le- 
gion, the realm’s traditional protectors, and 
this is where the player takes up the tale. In 
my hour-long alpha-build demo, I was Lucas, 
the son of the Legion’s final grandmaster 
and one of the Children of the Legion. He’s a 


“Guardian” (aka a tank class, joining the Fire 
Archon as the two classes known so far) who 
attempts to meet with other Children of 
the Legion at his ancestral estate and finds 
himself running from Lescanzi mercenaries 
(think stylish buccaneers in 18th century 
long coats and with muskets) and through 
the Rukkenvahl (the Valley of the Ravens). 
George Ziets is the creative lead designer 
for Dungeon Siege III and one of the writing 
gurus for Obsidian. Known as the scribe 
behind the fantastic tale in Neverwinter 
Nights 2: Mask of the Betrayer for PC 
(considered one of the best RPG stories since 
Planescape: Torment), Ziets faced a double 
challenge with Dungeon Siege III: creating 
an extensive bible from the lore established 
by Taylor and his staff at Gas Powered 
Games, and working in an unfamiliar genre, 
the action-RPG. One turned out to be easier 
than the other. 


“The Dungeon Siege universe actu- 
ally has more background fiction than is 
commonly known. Granted, it doesn’t have 
piles of sourcebooks, but it does have a fair 
amount of history that hasn’t been exposed 
to fans,” Ziets says. “I was also permitted 


to expand upon the existing material, and 

I wrote a 100-page sourcebook of my own, 
describing the kingdom of Ehb in the pres- 
ent day. That gave the team a lot of material 
to draw upon. So I wouldn't say that narra- 
tive design in the Dungeon Siege world was 
especially difficult. 

“The genre was a little more challeng- 
ing, at least for me. Since we were making 
an action-RPG, we had to strike a balance 
between story and action gameplay, and it 
took a little experimentation to get it right. I 
think you'll still find a lot of narrative depth 
in Dungeon Siege III, but players who aren't 
as interested in the story, and just want to 
go kill stuff, should find it easier to cut to 
the chase and get back into the action.” 

Combat in Dungeon Siege III benefits 
from the advancements in the action-RPG 
genre. Instead of static, rather boring attack 
routines, your character has two stances 


from which to batter foes (my Guardian has 
a one-handed and a two-handed stance). 
Extra flourishes, such as finishing foes with 
leaping stabs (they are all visual, though; as 
in Dragon Age, these don’t grant an added 
combat bonus), jazz up the combat. 


SPAWN POINT 


Green orbs regenerate health, but at this 
time, only combat regenerates your “force” 
(think stamina or mana points). Obsidian 
Producer Greg Lunn says force orbs are a 
topic in testing. But I never lacked for force 
as I hacked my way through Lescanzi; the 
only time I did was against a witch, the boss 
of the cave level, and she raised enough skel- 
etons that I usually found something to hit a 
few times to help replenish my force. 

While I didn’t get much loot as I mas- 
sacred my way through Lescanzi, treasure 
remains an important aspect of Dungeon 
Siege III. It’s tied to your level and the level 
of the surrounding area and comes in four 
tiers (a standard design of the genre). And 
in this romp, your character doesn’t have an 
item limit; they can tromp around with so 
many items that they’re a virtual Costco on 
feet. This also means the pack mule, reviled 
by some Dungeon Siege gamers is gone. 


After fleeing through the Rukkenvahl and 
meeting with Odo, the lone survivor of the 10th 
Legion, I find little help in Raven's Rill, a town 
overrun by the Lescanzi. One brave woman 
tells me to meet her sister, Leona, in a network 
of caves. Leona informs me that the Lescanzi 
are holding one or more survivors here. She also 
warns me the mercs have witches with them. 
After fighting through the caves, I find a cage 
guarded by a host of Lescanzi and some witches. 
I prepare my blade and dive in as the witches 
hurl magical energy and raise skeletons from 
the earth. But my blade proves stronger, cleav- 
ing through the final witch. I release the last 
survivor, Anjali, Odo’s ward—a Fire Archon, 
judging from her foreign look!— and, I hope, my 
new companion in stopping Jeyne Kessyndev.... 


One of the big changes to combat in 
Dungeon Siege III is limited interaction with 
your surroundings. Chasms riddle the caves, 


and a well-timed shield bash or blade rush 
sends one of a crowd of Lescanzi regulars 
over the side. The only time I didn’t encoun- 
ter a human enemy was when the witches 
raised undead. The lack of monstrous 
boogeymen, at least through the hour I 
played through, is another narrative choice. 

“That decision arose naturally from the 
identity of our villain, at the beginning of 
the game. She isn't the sort of person who’d 
recruit an army of crazy orcs. She’s been sent 
to wipe out the Legion...and by extension, 
the player,” Ziets says. “Another good thing 
about human enemies—you can bargain 
with them. And these particular enemies 
have an important connection to one of our 
player-characters.” , 

We'll see how well Obsidian handles the 
dual challenege of narrative and the action- 
RPG when Dungeon Siege III comes out in 
the spring. 


Square Enix and the Action-RPG 


nown for polished games with 
few bugs, Square Enix is one of 
the significant publishers of role- 
playing games in the world, and 
this includes action-RPGs. 

Their foremost action-RPG series is King- 
dom Hearts, a mashup of Square and Disney 
characters. The first carries a Metacritic score 
of 87 (though subsequent games haven't 
fared as well with reviewers. Final Fantasy: 
Crystal Chronicles is another of Square’s cur- 
rent action-RGP offerings. The series hasn’t 
fared as Kingdom Hearts, with the first game 
notching an 80 on Metacritic and subsequent 
installments hitting the 70s or the 60s. 

Crisis Core: Final Fantasy VII—fan service 
at its greatest—serves as a prequel for Final 


Fantasy VII, one of the most significant RPGs 
ever made. 

But 1993’s Secret of Mana, considered one 
of the first action-RPGs, may still be Square’s 
best in the genre. It’s one of the more influ- 
ential Super Nintendo games, and gamers re- 
member it for its music and real-time combat 
system. (An iPhone version is in the works for 
“this year,” so those of you who either missed 
it or weren't born yet can check it out. It’s also 
available from the Wii's Virtual Console.) 

Square’s next big action-RPG is Final 
Fantasy Versus XIII, which joins last year’s 
Final Fantasy XIII in the “Fabula Nova 
Crystallis” series and is one of the most an- 
ticipated games of 2011 (or 2012; Square still 
isn’t talking about its release date). 


Why Gas Powered Games 
isn’t making Dungeon Siege III 


Chris Taylor explains the current focus of his real- 
time-strategy studio. Dungeon Siege started its life 
with Gas Powered Games, the first title created by 
Chris Taylor's then-new design house. Even though 
Gas Powered no longer works on the series, 
Dungeon Siege holds a special place in Taylor's 
heart. Here’s why Taylor and the Gas Powered 
gang are no longer making action-RPGs. 


GamePro: Why isn’t 
Gas Powered developing 
Dungeon Siege 3? 
Chris Taylor: Ah, jeepers. 
We decided we were going 
to focus our company on 
RTS games, to “say what you 
mean and mean what you 
say.” When we started the 
company, we had no idea how 
incredibly difficult it was to 
make RPG games. It took 
four years to make the first. 
We then switched to an RTS 
game. The company got its 
focus split—people didn't 
know if we were a RPG com- 
pany or an RTS company. We 
made the decision we were a 
RTS company. 

Look at the industry, the 
Epics or the ids; you see them 


focusing on one kind of game. 
There are exceptions—the 
Blizzards—but you usu- 

ally see lots of success from 
companies focusing on one 
kind of game. Something we 
realized [is that there are] 
some sacrifices in doing that. 
When Square and Obsidian 
came along, we figured it 

was a great situation. They 
are experts in RPGs. If you're 
going to put your baby up for 
adoption, you want it to go to 
great parents. 


GP: When did you decide 
to focus on RTS games? 
CT: The decision to focus [on 
RTSes] was, gosh, as early 
as...it was probably right after 
we finished Space Siege [in 


2008]. We had this realiza- 
tion we can’t keep doing this, 
going into different direc- 
tions. Demigod was fine; it 
stayed within context of RTS 
and turned out much better 
for us. 


GP: What’s your role with 
Dungeon Siege 3? 

CT: I'm kinda this...oh, gosh, 
what do you say? I’m a con- 
sultant. I basically work with 
the team at Obsidian, more 
closely at the beginning [as 
we worked on the] backstory 
of the world. I read through 
the documentation. Call it a 
design lawyer. 


GP: What’s your take 

on Obsidian’s approach? 
CT: I think there’s a shift, 
if you look at the games 
Knights of the Old Republic, 
games Obisidan has worked 
on—|there is a] trend toward 
this style, and I think this is 
the right way to go. The art 
of the RPG keeps evolving. 
I’m jealous of BioWare games; 
they did such a great job on 
the stories. It sounds obvi- 
sous, but they’re brilliant, 
and they really get it. We were 


more clumsy about mechan- 
ics and about dialogue in the 
early days—we were very 
tech-focused. 


GP: What does Dungeon 
Siege mean to you? 

CT: Let’s continue with a 
child metaphor...think of it as 
a teenager leaving the house. 
You still love them. Emo- 
tional attachment is huge; it’s 
big. It’s the first game we did 
at Gas Powered Games, and 
we put everything we had 

in our heart and our mind 
into it, pushed every limit. It 
means it was our first, mas- 
sive accomplishment as an 
independent games company. 
I remember working seven 
days a week; we went from 
12 to 16 hours a day during 
the last six months because 
we had to. When you put that 
much effort into something, 
you just don’t turn and walk 
away. It’s in good hands. 
That’s what makes this 
process of having Square and 
Obsidian take the franchise 
[easier]. Otherwise, it would 
be a terrible thing if we didn't 
have such great or talented 
people working on it. 


Leam now researchers collect the data 
tnat governments use in their efforts 
to ban Violent video games 


WORDS BY DAVID KUSHNER 


’m playing Grand Theft 
Auto: Chinatown Wars, 
and at first, everything 
seems fairly routine. | 
jack a flashy yellow ride 
and floor it through 
Liberty City, taking out 
pedestrians and the 
occasional lamppost. 
Time’s running out on 
my payback mission for Wu “Kenny” Lee, 
who wants me to whack several gang mem- 
bers before they scurry away. 

But as I pull myself over fences as I chase 
down the thugs, the pressure is on— 


literally. Specifically, the pressure’s on my 
left bicep, which is getting squeezed in the 
cuff of a blood-pressure monitor. The cuff is 
hooked up to a wire that runs down along- 
side my chair inside this tiny, windowless, 
white brick room. There is nothing else in 
here except for a computer monitor and an 
empty garbage can with a petrified piece of 
gum from what appears to be the Mesozoic 
era. I’m shut in by a door. 

I’m not just here to play—I’m being stud- 
ied. On the other side of the door, I hear 
the shuffling feet and furtive scribbling of 
Dr. Douglas Gentile, director of the Media 
Research Lab here at Iowa State University 


in Ames, and his graduate students. For the 
past 20 years, Gentile has been research- 
ing the effects of media on children and 
adults—including extensive studies on the 
impact of violent video games on behavior. 
And today’s lab rat is me. 

As the author of over 30 scientific stud- 
ies and coauthor of the book Violent Video 
Game Effects on Children and Adolescents: 
Theory, Research, and Public Policy, Gentile is 
one of the country’s go-to psychologists in 
the ever-raging debate over violent games. 
“This side is usually ignored by the public or 
made fun of,” Gentile, a suburban dad with 
glasses and a goatee, tells me wearily. 


It’s a debate that’s now reaching the boss 
level. The U.S. Supreme Court agreed to re- 
view a California ban on the sale of violent 
video games to minors. The court heard oral 
arguments in Schwarzenegger v. Entertain- 
ment Merchants Association last fall. This is a 
landmark case, because it’s the culmination 
of a 26-year fight to legislate video games. 
On one side are the politicians, parents, and 
psychologists who say that games spawn 
real-life aggression. On the other are game 
developers and free-speech advocates who 
think games deserve the same protection 
as other mediums. California State Senator 
Leland Yee (D-San Francisco), author of 


the ban, said that he’s “very pleased that 
the Supreme Court has accepted our case 
to help protect children from the harmful 
effects of excessively violent, interactive 
video games.” 

With so much hand-wringing over this 
question, I decided to take the two planes 
and long drive to Ames to learn how playing 
violent games affects me—and what really 
takes place in these studies we’ve heard so 
much about. Game (violence) on! 


ROUND 1: The Head Shrink 


After I first arrive at the lab, I’m ushered 
into the tiny white room to begin the study. 


I receive an Informed Consent Document 
innocuously titled “Puzzle solving, video 
games, and reaction times.” The risks, I’m 
told, are minimal. The blasts of white noise 
“may be somewhat uncomfortable but will 
not cause any short- or long-term hearing 
impairment.” That’s a relief. And since | 
don’t suffer from tinnitus, I don’t need to 
excuse myself from the research. 

The other risk cuts to the core of the 
debate. “You may also feel some discomfort 
when playing the video game, as some of 
the images may be violent,” I’m warned. 
“Such images are very common in video 
games.” If it gets too violent, I’m informed, 


I'm free to leave. I can’t help picturing the 
scene from A Clockwork Orange—Malcolm 
McDowell sitting with his eyelids held open 
as he’s forced to watch ultraviolent videos, 
and a doctor swabs his eyes to keep them 
moist. But I sign the dotted line. 

Then comes the heart monitor, hooked to 
my arm by a scruffy grad student. Before I 
can get my game on, however, I need to fill 
out some biographical information. First, 

I need to divulge my gaming habits. How 
many hours do I spend playing video games 
on weekdays? Weekends? Easy enough. 
Then comes a laundry list of behavioral 
questions based on how I see myself. Am I 
the life of the party? Do I leave my belong- 
ings around? Have a vivid imagination? 
Keep in the background? If you answer no, 
yes, yes, yes—you re probably a gamer. 

It gets more incriminating, as the next 
survey polls how I deal with anger. Ona 
scale of 1 (Never) to 5 (Very Often), I assign 
myself a score based on 28 ways | might 
get miffed at people: yelled or screamed at 
them (2)...cursed at them (3)...destroyed or 
damaged something that belonged to them 
(1)...stomped out of the room (3, though 
I'd say more like walking briskly than actual 
stomping). So far, so tame. I don’t feel like 
I’m going to hit the psycho-gamer meter 
yet, but I’m not here to game the test. I’m 
here to kick ass. 


Instead, I’m handed a sheet of white pa- 
per at the end of my round and a pen. Then 
I’m asked to rate the game based on how 
strongly I agree or disagree with 17 state- 
ments: The game was action-packed (uh, 
yeah); the game was arousing (not unless 
you get turned on by ninjas); the game was 
addicting (hmm...I guess). The grad student 
swipes away my sheet and ushers me back 
into my first cell. “You have another game 
to play,’ he says. Bring it! 


ROUND 3: The Noise Blast 


Next up: the Competitive Reaction Time 
Test. To prepare me, another of Gentile’s 
grad assistants steps into my tiny white 
chamber. This time, he tells me, I'll be 
playing a game against an unidentified 
opponent in another room. The challenge 
is to see who can click their mouse button 
fastest after a red square flashes on the 
computer screen. We'll compete 25 times. 
After so many hours of Call of Duty, I figure 
this will be a breeze. But there’s one hitch: 
noise blasts. 

After each round, my opponent and I will 
be able to blast each other with white-noise 
to show our pleasure/displeasure. Call it 
ambient smack talk. “Now I would like to 
give you samples of some of the noise levels 
used in the reaction-time game so you will 
know how loud they are,” the grad assistant 


Plummeting Crime Rate 


While tests like these are really important to help us understand how 

video games affect people, I also think that simply looking at the overall 

behavior of society itself can give us some insight. In the USA, violence and crime rates 
rose rapidly in the 1980s, a time when video games were in their infancy and had rela- 
tively low market penetration. Video-game consumption has risen exponentially since 


then, but yet since 1991, the violent crime rate has dropped. I’m not necessarily saying 
there is anything connecting this data, but as an observed fact, I find it fascinating that 
by the mid-2000s, a time when millions of people were playing hundreds of different 
games classified as containing “intense violence, blood and gore, sexual content, and/or 
strong language,’ the U.S. crime rate was the same as it was in 1969. 


—Julian Rignall, vice president, content 


ROUND 2: Finish Him! 


After self-assessing my violent tendencies 
and playing a few heart-monitored rounds 
of Chinatown Wars, I move on to the next 
part of my lab-rat examination: Mortal 
Kombat: Deadly Alliance. For this, the 
researchers move me to another windowless 
room, where the game is running on the 
Xbox. As an MK veteran, I figure this one’s 
a no-brainer—and boot up my old trusty 
avatar, Scorpion. 

While I’m being studied on how the 
games affect me, I can’t help but focus on 
beating my opponent into a bloody virtual 
pulp. Deftly, I make mincemeat out of 
Johnny Cage, Sub-Zero, Kitana, and the 
rest. This time, a blood-pressure gauge isn’t 
measuring my heartbeat. 


tells me, “Please put on the headphones.” 
He blasts me with each possible level of 
noise from 1 to 10. Level 1, 60 decibels, is 
mild enough—sort of like flipping channels 
on my grandpa’s TV and hitting static. He 
scales it up, louder and louder until we ap- 
proach 100 decibels. 

“The threshold of pain for the human 
ear is 120 decibels,” he tells me, matter-of- 
factly. “One-hundred decibels is well below 
this level. Are you ready for Level 9 noise?” 
But of course. Blllzzzzzrrffff! Annoying, but 
tolerable. Let’s go. 

When the first red square appears on the 
screen, I click my mouse—nailing the score. 
Yes! Flush with victory, I unleash a level 
8 noise blast against my anonymous foe. 
Blllzzzzzrrffff! Take that. The next square 


Douglas 
A. Gentile 


Developmental psychologist 
and author 


Douglas A. Gentile, Ph.D, 
conducts scientific studies at 
the Media Research Lab at 
lowa State University, where he 
analyzes how media impacts 
children and adults. Gentile’s 
research includes the effects 
violent video games have on 
human behavior and how 
beer advertisements influ- 
ence youth drinking. The State 
of California used Gentile’s 
research on violent games in 
Schwarzenegger v. Entertain- 
ment Merchants Association. 


comes, again, victory. Blllzzzzzrrffff! 1 blast 
a level 10. Now let’s see what mystery op- 
ponent’s got. Another one—but this time I 
lose. Ticked off, I dial down to an 8. When | 
lose the next two rounds, I dial way down to 
level 1s, until I win again and unleash a 9. 

I’m unsure what this means for my post- 
GTA and Mortal Kombat aggression levels, 
but at this point I’m on autopilot. As the 
rounds proceed, though, I find myself get- 
ting kind of bored—and begin to unleash 
noise levels indiscriminately at different 
levels. I feel sort of bad after blasting a 10, 
but since the grad student told me it was 
harmless, so be it. Blllzzzzzrrffff! 


ROUND 4: The Psych-Out 


Done with my Competitive Reaction Time 
Test, I’m ushered out of the room for my 
last game. Though I began the study think- 
ing games don't affect my aggression, my 
gleeful noise-blasting has made me (at least 
somewhat) consider otherwise. Still, maybe 
that’s just my style. I wonder whether I 
would have been as punitive had I played 
something nonviolent like, say, Beatles: 
Rock Band before my test instead of 
M-rated bloodbaths. 

This time, they take me into a corner 
office. It has a Rock Band drum kit and a 
couple guitars against a wall. Goofy T-shirts 
from the Media Lab hang on the wall. One 
reads GTA: Lago (Lago being the nickname 
of the building). Another shows a video- 
game controller with a devil’s tail and has 
the slogan “A Video Game Made Me Do It?” 


SPAWN POINT 


A tall grad student in jeans and a blue 
T-shirt comes in and tells me my final test 
will be to complete a series of self-explan- 
atory puzzles in a short period of time. 
Sounds easy. The puzzles are increasingly 
nonsensical—tiny patterns of dots and 
lines that (I think) I’m supposed to match 
up with each other. The more I struggle, the 
more urgently the graduate student paces 
across the room, checking his watch. “Hurry 
up, he snaps. 

WTF? I check off the puzzles as quickly as 
I can but keep stumbling. The grad student 
seems increasingly ticked off—theatrically 
so, in fact. “You really screwed this up,” he 
mutters. And that’s when it hits me—I bet 
I’m being metagamed. These puzzles are a 
joke. This dude? He’s putting on some act. 
But to what end? “Time’s up,” he says. Then 
he splits and comes back a few moments 
later with an Employee Evaluation Form for 
me to fill out. “This individual is currently 
under consideration to be employed as a 
[Resident Assistant],” it reads, “Your evalua- 
tion of him/her will help in this decision.” 

Despite thinking this is some kind of 
sham, I try to answer as honestly as I can: 


So 


Overblown Issue 


The issue of protecting children from violent games is, and really always 

has been, a bit overblown. As someone who spent his childhood mes- 

merized by games deemed excessively gory for their time like Doom and Mortal Kom- 
bat—who’s now an adult mesmerized by Dead Space and Gears of War—I haven't had 
much of a history of violence at all despite my lifelong obsession with horror, gore, and 
slicing people in half with chain saws in games. I’m not saying we should start handing 
toddlers copies of Manhunt. There just needs to be some sort of parental involvement. If 
your child is performing autopsies on the neighbor’s cat, maybe it’s time to restrict them 
from Call of Duty. But if you have a good kid that’s at least 12 years old—where’s the 
harm in letting them blow off some steam killing aliens in Halo? 


—Patrick Shaw, senior editor 


How friendly was the RA? (Not really.) How 
much would you like to have the RA as your 
teacher? (Not at all.) 


ROUND 5: The Score 


Games over, I head to Gentile’s nearby 
office for my final assessment. Gentile sits 
at a desk in front of a wall of bricks, each 

of which was painted by a former student. 
One brick is painted like a rainbow, another 
bears a drippy Superman logo. A pile of 


games are stacked nearby, including 
NFL Blitz 2003 and Manhunt. 

On the wall hangs a T-shirt with the 
slogan Gangsta Knitters—a reference to a 
song/video Gentile cut for Tom and Doug, a 
two-man music-comedy duo (sample lyric: 
“When I’m finished my hems never pucker/ 
Unlike your sorry seams motherf***er). 
“Now, let’s look at your data,” he says. 

Ideally, he explains, he’d be comparing 
my results against other participants, but 


he can draw some conclusions nonetheless. 


Looking at my blood pressure before and 
during playing Grand Theft Auto, he notes 
an increase in levels. “Even though it’s just 
a game, your body reacts as if in a fight,” he 
says, pointing to the numbers, “I can tell 
you got all jacked up here—that’s getting 
affected by the game.” 

As for the noise-blast game, it was a 
setup—there was no opponent, Gentile 
says; I was playing a computer. The real test 
was to see how high in volume I would go. 
He tells me how, in another noise-blast test 
at another university, participants gave loud 
blasts even when they were told that they 
would cause permanent ear damage. My 
scores, he says, are “higher than normal,” 

a sign that playing Mortal Kombat might 
have had some short-term impact on my 
behavior. Then again, he concedes, I might 
have been just as aggressive after a game of 
Super Monkey Ball. 

Finally, he looks at the puzzle test, 
which—as I suspected—was a setup, too. 
The idea was to test whether, after playing 
all of the violent video games, I would be 
helpful or harmful to the aspiring resident 


assistant, Adam. As Gentile reads over the 
scores I gave Adam, he tells me, “Adam says 
these are lower than he normally gets.” 
Sorry, dude. 

When | ask Gentile if the violent video 
games made me more aggressive, he 
takes pains to explain why, in many ways, 
that’s the wrong question to ask. Despite 
what some in politics and the media try to 
ascribe to him, the research has not found 
that violent games can cause violence alone. 
“Just playing a game is not enough to make 
you behave aggressively,’ he says. Gentile 
draws a thermometer on a page, and he 
explains how he thinks of the question 
instead. Violent games, he says, are just 
one factor that might heat up a player's 
violent behavior, pushing someone who 
displays, say, verbal aggression to having 
violent thoughts. 

As I head out, I realize I’m late for my 
plane. Racing back to the airport, my heart 
pounds. I don’t know if it’s because I’m still 
jacked from Mortal Kombat or afraid of 
spending another night in Iowa. I'll never 
know for sure, but I do know one thing: 
Either way, I’m pissed. @ 


EVENT CALENDAR 


1/1/l 


1/3/11 


The holiday shopping season may be over, 
but video-game developers and Hollywood 
magic-makers have plenty of material for you 
to spend those Stocking Stuffer gift cards on. 


the 


Happy New Year! Party like 


a Navy SEAL by stalking 
enemies in SOCOM 4. 


Or you can experience a 
bizarre Japanese fusion of 
cuteness and bullet hell with 
shoot-em-up Otomedius 


Excellent. You may also want 
to grab a plate of nachos and 
watch the numerous college 
football bowl games. 


1/3/11 


Proving once again that win- 
ter is the new fall, the game 
industry has plenty of re- 
leases for shoppers still pay- 
ing off their Christmas bills: 
Battle vs. Chess (Wii, DS, PSP, 
PC), Get Fit with Mel B (Xbox 
360, Wii), Green Lantern: 
Rise of the Manhunters (PS3, 
Xbox 360, Wii, PSP), The 
Lord of the Rings: War in the 
North (PS3, Xbox 360, PC), 
and Mario Sports Mix (Wii). 
War of the North comes out 


on what would’ve been J.R.R. 
Tolkien’s 118th birthday, 
shared with The Wonder 
Years sweetheart-turned- 
mathematics textbook author 


Danica McKeller (35). 


1/4/11 


Machete, Danny Trejo’s fake- 
trailer-from-a-movie-turned- 
into-a-real-movie, hits Blu- 
ray today, as does Backdraft. 
But the day belongs to Austin 
Powers fans—all three of 
these James Bond spoofs ap- 
pear today on Blu-ray. 


1/5/11 


Mad Men heartthrob January 
Jones turns 32 today and 
shares the day with Marilyn 
Manson (41) and a pair of 
Academy Award winners: 
Diane Keaton (64) and 
Robert Duvall (79). 


1/7/11 


Nicholas Cage finds himself 
in The Dark Ages, as he stars 
as a knight tasked with 


apprehending a suspected 
witch who allegedly created 
The Black Plague in Season of 
the Witch, in theaters today, 
the same date he turns 46. 
CBS News anchorperson 
Katie Couric, the first woman 
to anchor one of the Big 3’s 
nightly newscasts, turns 53. 


1/10/11 


It’s another big day for musi- 
cal birthdays: Pat Benatar is 
57, Rod Stewart is 65, and 
Jim Croce would’ve been 67. 
Maybe they can celebrate 
with burgers from a George 
Foreman grill; the former 
heavyweight champion turns 
61 today. 


1/11/11 


It’s the DS’s turn to get in on 
the flower-powered hit from 
Pop Cap, Plants vs. Zombies. 
Another hit is also moving 
consoles today—Mass Effect 
2 comes out for the PS3. 
Lost in Shadow, a platformer 
that plays with light and 
dark, is also available, as is 


Two Worlds II (PS3, Xbox 
360, PC), Kingdom Hearts: 
Re:Coded (DS), and the 
reboot of Atari 2600 classic 
Star Raiders (PS3, Xbox 360). 
Of course, if these games or 
the luscious Amanda Peet 
(she’s 38 today) don't float 
your boat, let giant man-eat- 
ing fish sink it with Piranha 
3D on Blu-ray. 


1/12/11 


Two of the most dominant 
voices on the airwaves, shock- 
jock Howard Stern (56) and 
Rush Limbaugh (59), share 
birthdays today, as does Rod 
Zombie (44). 


1/14/11 


The Green Hornet hits theaters 
today, with Seth Rogen in the 
title role and bringing Cam- 
eron Diaz and Edward James 
“Admiral Adama” Olmos 
along for the ride. It opens 
against Ron Howard's The 
Dilemma, a comedy starring 
Vince Vaughn and Kevin 
James. Also in theaters is Ong 


Bak 3, a martial-arts film star- 


ring Tony Jaa. 
1/15/11 


It’s ashame that someone as 
important as Dr. Martin Lu- 
ther King (he would've been 
81 today) shares a birthday 
with...Charo (59). It’s a slow 
day for game releases, but 
don’t tell that to the sports 
cars of Test Drive Unlimited 2 
(P33, Xbox 360, PC). 


1/17/11 


First Lady Michelle Obama 
turns 46 today, and James 
Earl Jones, the voice of Darth 
Vader (he once called himself 
the “special effects”), turns 
79. And everyone's favorite 
octogenarian, Betty White, 
turns 88. 


1/18/11 


The adorable Sackboys are 
back as LittleBigPlanet 2 hits 
today. Another remake of the 
Ys series—I&1I Chronicles— 
is out for the PSP. 


1/21/11 


Ashton Kutcher and Natalie 
Portman star in No Strings 
Attached, a film about two 
people who want their 
relationship to remain an 
extended Craigslist NSA 
encounter and discover they 
may want “something more.” 
If you're looking for more 
serious fare, try The Way Back, 
a film about soldiers who 
escape a Siberian gulag in 
1940 starring Colin Farrell 
and Ed Harris. 


1/22/11 


It’s hard to believe that Jour- 
ney’s Steve Perry is 62 today. 


1/25/11 


Dead Space 2 (and its ac- 
companying animated film, 
Dead Space 2: Aftermath) adds 
some supernatural chills to 
the depth of winter. Another 
good option to fill those dark 
winter months is the return 
of quiz game You Don’t Know 


Jack (PS3, Xbox 360, Wii, 

DS, PC). Or you could hunker 
down with one (or more) of 
the Oscar-nominated films 
hitting Blu-ray today: Broad- 
cast News, Eternal Sunshine of 
the Spotless Mind, The Color 
Purple, and Malcom X, which 
combined for 22 Academy 
Award nominations...but 
only one win. 


1/28/11 


Anthony Hopkins plays a 
priest who trains students at 
exorcism school at the Vati- 
can in The Rite, showing Colin 
O’Donoghue the dark side of 
the Catholic faith. 


1/29/11 


What will Oprah Winfrey give 
away for her 56th birthday? 


1/31/11 


Great Caesar’s Ghost! Not 
only is DC Universe Online 
is out today for the PS3 and 
PC, but Justin Timberlake is 
turning 29. 
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Patrick Shaw 
Lead Designer Cliff Bleszinski 
discusses the emotional journey 
of bringing his epic science-fiction 
saga to an end. 


ears of War is a 
behemoth. Epic Games’ 
science-fiction series is, 
without question, one 
of this gaming genera- 
tion’s most celebrated 


franchises. With gamers buying over 

10 million copies worldwide and logging 
millions of hours of online play on Xbox 
Live (and on the PC for the first game), the 
series has attracted a legion of passionate 
fans. But like all sci-fi trilogies, Gears of 
War will end. Later this year, the story of 
Marcus Fenix and the rest of Delta Squad 
reaches its conclusion, a finale Gears of 
War Lead Designer Cliff Bleszinski prom- 
ises will end the saga “perfectly.” 

In just four years since the release of 
the original game, Gears has become a 
monstrous force in the industry, influenc- 
ing not only gamers but the evolution of 
the shooter genre—numerous games have 
adopted the cover system Gears of War 
helped popularize. While no one doubts 
Gears of War’s importance, it’s not as clear 
how the franchise became such a giant. 
How did the initial idea for Gears of War 
emerge, and where did it all begin? 


The Origins of Gears 
The first version of Gears of War, 
Bleszinski tells me, was actually a game 


that played a lot like id Software's 


Enemy Territory: Quake Wars—which 
shares little in common with Gears other 
than it’s also a shooter. The original Gears, 
which never saw the light of day, wasn't 
a story-driven third-person shooter at 
all: Gears of War began as a first-person 
shooter focused on multiplayer with 
asymmetrical teams and classes. Bleszinski 
reveals that it wasn’t until they started 
integrating the Unreal Engine 3 into their 
then embryonic shooter that it began to 
take shape. 

Visiting London, England, during 
the early stages of development was 
another turning point for Bleszinski 
and his creative vision for Gears of War. 
“Architecturally, I pushed for a more Eu- 
ropean aesthetic,” Bleszinski says. “Most 
science-fiction games felt like they all took 


place in concrete bunkers and nondescript 
industrial areas. We wanted to change all 
that with our world and make it beautiful.” 
But the gritty world ravaged by constant 
warfare depicted in Gears of War is hardly 
beautiful. “We then wanted to see that 
beauty smashed upon the rocks,’ he adds. 
The fictional world Bleszinski and Art 
Director Jerry O'Flaherty created is Sera, 
a planet inhabited by humans with rivers 
of luminescent Imulsion surging beneath 
its surface. After the discovery of Imul- 
sion, Sera’s humans become dependent 
on it as their primary source of energy, 
which led to conflict over control of it. 
But something else beneath Sera’s surface 
would lead to even more strife: a hostile 
race of fossorial reptilian creatures known 
as the Locust. Once it’s revealed that the 


“At first it was like Apollo 18 going 
around the dark side of the moon—you 
simply hold your breath and wait. It’s a 
scary time when you bet your career and 
the entire studio on one project.” 


—Cliff Bleszinski, lead designer of Gears of War 3 
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Years of War 


THE AGE OF ARMAGEDDON 
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War rages among the humans of Sera for a 
millennium, and humanity narrowly avoids 


extinction. It’s followed by the golden age for 
the Seran people and the discovery of Immul- 


sion, a phosphorescent liquid that’s highly 
sought as a natural energy resource. 


pod 
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planet’s home to two different species, a 
long, bloody war over territory ensues, 
one that will ultimately come to its final 
showdown in Gears of War 3. In the new 
game, humanity’s fate rests with the 
Coalition of Ordered Government’s (COG) 
Delta Squad and its ability to terminate 
the Locust threat once and for all. 

While Gears of War classifies as science- 
fiction, horror has been just as important 
in shaping its aesthetic. Bleszinski cites 
two sci-fi horror films as having a par- 
ticularly big impact on the look, feel, and 
evolution of the series: John McTiernan’s 
Predator (1987) and John Carpenter’s 
The Thing (1982). Carpenter’s movie 
about a shape-shifting alien slaughtering 


Resident Evil 4 and Kill Switch, the latter 
of which inspired Epic’s cover system 

that they adapted and refined. “Two 

years later, we unleashed Gears upon the 
world,’ Bleszinski says. He adds that while 
the Gears universe will always be grim 
and gray, it’s also constantly evolving. “In 
Gears 3, for instance, we’ve allowed a bit 
more color to come through,” he says. 


This. Is. Delta! 

While certainly evocative, the bleak, 
war-scorched world of Gears of War isn’t 
the only thing that’s made the franchise 
resonate so much with gamers. Characters 
define Gears of War, like the fearless 
Sergeant Marcus Fenix, the loyal but 


“Reading the final |Gears of War 3] script 
a few months back really made me a bit sad. 


The] final game in this trilogy 


perfect by ’.” —Cliff Bleszinski 


and it ends 


scientists in the Antarctic inspired Gears 
of War 3’s new Lambent breeds, which are 
Locusts that mutated due to prolonged 
exposure to Imulsion. “What we’re doing 
in Gears 3 with the rapidly mutating 
Lambent threat...it’s safe to say that we’re 
all fans of Carpenter’s The Thing.” 

With the original Gears of War’s visual 
style coming to fruition, two other games 
further cemented its creative direction: 


A timeline covering important dates 
and battles in Gears of War’s history. 


THE PENDULUM WARS 
NESTE RR NR 


Control over Imulsion leads to almost 79 
years of warfare between the Coalition 
of Ordered Governments (COG) and the 
Union of Independent Republics. The 
COG eventually wins the war after a 
daring raid on Aspho Fields. 


pomed 


79 B.E. 
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grief-stricken Commander Dominique 
“Dom” Santiago, and the somewhat 
unrestrained ex-Thrashball defensive line- 
man Augustus “Cole Train” Cole. While 
their behavior is often outrageous, their 
character flaws and clashing personalities 
are really what bring the dynamic of Delta 
Squad to life. They are anything but face- 
less video-game soldiers. Bleszinski notes 
that “plenty of things” from his personal 
life have fueled many of the characters in 
the series, including new faces that play a 
pivotal role in Gears of War 3. 


EMERGENCE DAY 
ee a ee eee 


Less than two months after the end of the 
Pendulum Wars, the Locust Horde rises 
from beneath Sera’s surface and slaughters 
millions of humans during what becomes 
known as Emergence Day. The onslaught 
triggers the Locust-Human War. 


1A.E. 


PUT REL ETRE 


MARCUS FENIX 
GOES TO PRISON 


During the Battle of Ephyra, Marcus Fenix 
deserts his post in order to save his father, 
Adam Fenix. His rescue attempt fails, and 
his father dies. Marcus receives a 40-year 
prison sentence for abandoning his mission, 
but Dominic Santiago breaks him out before 
he can serve the entire sentence. 


LIGHTMASS OFFENSIVE 
| SRR TORIC BREN ER ONE RENN 


A key battle during the Locust-Human war 
is the COG operation to deploy a lightmass 
bomb in three Locust locations in an effort 
to put an end to the war. While the bomb- 
ing was hugely successful for the COG and 
devastating for the Locust, the attack fails to 
completely eradicate them. 


THE SIEGE 
OF JACINTO CITy 


Suffering huge causalities during the Light- 
mass Offensive, the Locust send Rift Worms 
to destroy Jacinto’s water pipelines and 
military installations. Delta Squad launches 
a preemptive strike by evacuating Jacinto’s 
citizens and then sinking the city before the 
Locust can escape to the surface. 
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The new playable female protagonists 
in Gears 3 are based on people from Blesz- 
inski’s own life: “Samantha ‘Sam’ Byrne is 
named after a Sri Lankan girl that I know, 
and Anya is based on someone I used to 
know.” In addition to Anya and Sam, an- 
other important relationship the upcom- 
ing sequel explores was influenced by one 
of the most painful things in life: the death 
of a parent. “Several of the leads—myself 
included—lost their fathers at early ages,” 
Bleszinski says, “which is why Adam Fenix, 
Marcus’ father, is seemingly back from the 
dead in Gears of War 3.” 

Sam and Anya joining the ranks of Delta 
Squad is a significant shift considering this 
is the first time women have served with 
Marcus and his men on the frontlines. 
Bleszinski explains that the new female 
recruits are just as battle-ready as the rest 
of Delta. We’re seeing women on the bat- 
tlefield now in Gears because of a greater 


6s 


When people show 
me their |Gears of 
War] tattoos, ’m 
completely blown 
away—the fact that 
someone would 
scar their body with 
images trom our 
world is the most 
sincere form of 
flattery.” 


demand for more soldiers regardless of sex 
and a society where gender lines are less 
relevant. “In the fiction of Gears of War, 
the gloves are now off, and everyone needs 
to grab a gun,’ Bleszinski says. “Previously, 
any female capable of breeding was tasked 
with procreating. But we’re past that point 
now. The women of Sera need to curb- 
stomp with the rest of ’em.” 

Bleszinski adds that just seeing women 
in the classic “Gear” armor “brings a smile 
to my face,” as female soldiers were actu- 
ally something he wanted in the original 
Gears of War. “I always play as the girls in 
multiplayer—I suppose it’s an old habit. I 
still play as Chun Li in Street Fighter.” 

Gears of War 3 also promises to answer 
a majority of the questions raised over 
the course of the series, particularly about 
the history of the world. Resolution will 
be reached, but Bleszinski says bringing 
closure to everything that’s happened 


since the original Gears of War is impos- 
sible. “We’re not answering everything 
mysterious about the world,” he says, “just 
many important, outstanding questions. 
We have more exposition in Gears of War 
3—so weve had to be very careful with 
piecing together the story while balancing 
it with the action. But I think we're hitting 
a sweet spot of action-filled crunchy shoot- 
er gameplay with exposition this time.” 
Desperation is also a theme central to 
Gears of War 3’s story-line. “The guys are 
at the end of their rope,” Bleszinski says. 
“The world has gone to hell, and they're 
risking life and limb for food while staying 


on the run from the new Lambent threat.” 


Looking back on the evolution of the 

franchise, Bleszinski still can’t believe how 
many people have embraced Gears of War 
since it came out in 2006. While the series 


proved to be a success for Bleszinski and 
Epic Games, he notes that the future of 
their franchise wasn't always so secure. “At 
first it was like Apollo 13 going around the 
dark side of the moon—you simply hold 
your breath and wait,” he says. “It’s a scary 
time when you bet your career and the 
entire studio on one project.” Bleszinski’s 
proud of how many people they’ve touched 
with their story, as well as how the series 
has matured from the original Gears of 
War to the series’ finale. “When people 
show me their [Gears of War] tattoos, 

I’m completely blown away—the fact 

that someone would scar their body with 
images from our world is the most sincere 
form of flattery.” 

The team’s focused on delivering the 
best third and final act, but don’t expect 
the emphasis on story to diminish any 
of the action. Bleszinski says Gears 3 will 
have plenty of that, too. He adds that the 


upcoming game will be “the most refined 
and polished title this studio has 
ever released.” 

The trilogy is coming to an end, but 
Gears of War’s influence lives on. “We've 
caused nearly an entire generation to 
implement cover, roadie-running, and in- 
tegrated story-based co-op in their titles,” 
Bleszinski says. “Not bad for a game that 
was deemed ‘not innovative’ upon its 
initial release.” 

Like many science-fiction trilogies, 
Gears of War 3 will go out on a high note. 
Bleszinski refuses to spoil what actually 
happens during the final act of Gears 3 
but says we can “expect many big bangs.” 
He adds that as thrilling a ride as it’s been, 
putting the Gears saga to rest has also 
been an emotional journey. “Reading the 
final script a few months back really made 
me a bit sad,” he says. “[The] final game in 
this trilogy—and it ends perfectly.” 
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Meet the battle-hardened Delta 
Squad crew that continues the 
war against the Locust Horde. 


Marcus Fenix 

Delta Squad sergeant and veteran of the 
Pendulum and Locust Wars, Marcus Fenix 
returns as the primary protagonist in Gears 
of War 3. After the conclusion of the previ- 
ous game and the destruction of Jacinto, 
Fenix and the rest of Delta Squad are now 
shacked up in Raven’s Nest, an aircraft 
carrier converted into a base. The game 
explores Fenix’s relationship with Anya, but 
Bleszinski stresses it “won't be like Titanic.” 


Augustus Cole 

A former professional thrashball defen- 
sive lineman for the Cougars, Augustus 
“Cole Train” Cole hasn’t toned down his 
abrasive temperament one bit—which, 
of course, is what makes him stand out 
among the boys of Delta Squad. Sporting 
a new look, including a clean-shaven 
head and headband, Cole’s just as fero- 
cious on the battlefield as ever. 


Damon Baird Dominic “Dom” Santiago 
A master of engineering and mechan- Seasoned warrior and second in com- 
ics, Damon Baird brings levity to Delta mand of Delta Squad, Corporal Dominic 
Squad; his sense of humor is as sharp as _ Santiago returns to battle the Locust 
his skills with a hammer. Baird’s engi- Horde now sporting a big, bushy beard. 
neering prowess lends itself to life aboard Still haunted by the death of his wife, 
the Raven’s Nest, a craft assembled from ' Maria, Dom continues to be fueled by 
the shattered remains of three separate vengeance in Gears of War 3. 


ships and an Immulsion rig. 


Samantha “Sam” Byrne 
Daughter of Tyran Gear Samuel Byrne 
and COG liaison Sheraya Byrne, Sam’s 
childhood in Anvil Gate is a bit of a mys- 
tery in Gears of War 3. While both Sam 
and Anya are skilled female soldiers, 
Cliff Bleszinski describes Sam’s personal- 
ity as “the yin to Anya’s yang.” Sam 
provides emotional support for Dom in 
Gears 3 as he continues to wrestle with 
his troubled past. 


Anya Stroud 


Living in the shadow of her mother 

and high-ranking officer, Major Helena 
Stroud, Anya’s introduced as an inex- 
perienced soldier who’s quickly molded 
into a Locust-killing machine. Previously 
appearing in the Gears of War series 

as Delta Squad’s radio-control contact, 
Anya joins Marcus and the gang on the 


frontlines as a playable character in 
Gears of War 3. 


Jayson “Jace” Stratton 

First appearing in the Gears of War 
comic Hollow as a recruit under the com- 
mand of Fenix, Corporal Jayson Stratton 
enters the fray as the youngest member 
of Delta Squad in Gears of War 3. A com- 
petent soldier with nerves of steel, Jace 
struggles with his faith after witnessing 
the slaughter of his entire family at the 
hands of the Locust. 
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_ BULLETSTORM URGES PLAYERS TO BE AS STYLISHLY SADISTIC 


| AS POSSIBLE WITH ULTRAVIOLENT “SKILLSHOTS.” 


Words by Will Herring 
Adrian Chmielarz of People Can 
F'ly details the lighter side of this 
explosive, outlandish, and 
obscenely funny shooter. 


don’t see any reason why all games 
need to be dead serious and not 
have a lighter side,” says Adrian 
Chmielarz, creative director at 
Warsaw-based People Can Fly. He’s 
quick to note the lopsided balance between 
“gritty” and “goofy” in the video-game in- 
dustry and how far too many contemporary 
titles eschew humor and lightheartedness in 


favor of staid military drama. It’s a point that 
carries some merit; the film industry has 
enjoyed a diverse range of genres and sub- 
genres since its inception, with movies rarely 
relegated to the polar-opposite extremes of 
“serious” and “funny.” First-person shooters 
focused on historical wars and modern 
conflicts have enjoyed immensely favorable 
critical reception and impressive sales over 
the years, but the political intrigue and gritty 
realism that headlines such hits leaves little 
room for levity. “I play those games, and I love 
them,” Chmielarz says, “But I also want to see 
something different every now and then.” 
Sci-fi shooter Bulletstorm is about as 
different from recent ripped-from-the- 
headlines FPS plotlines as a game can get. 


Renaissance Man 

In addition to serving as artist and 
writer on numerous comic books, 
including Punisher, Fear Agent, and 

his first comic, Captain Dingleberry, 
Bulletstorm writer Rick Remender has 
also worked on animated films 

The Iron Giant and Anastasia as an artist. 


Adrian Chmielarz, 
creative director, People Can Fly 


After crash-landing on a mysterious para- 
dise planet, grizzled ex-mercenary Grayson 
Hunt and snarky cyborg sidekick Ishi Sato 
partake in an ultraviolent conquest against 
the mutated, flesh-eating locals. It’s a 
premise that engenders and rewards over- 
the-top brutality, and it stars characters 


that complement the onscreen mayhem 
with a nigh-endless array of delightfully 
vulgar one-liners. It’s bloody, and it’s 
campy, but above all else, it’s funny. 

“Establishing a sense of humor in 
games is a question of balance and qual- 
ity,” Chmielarz says. “For example, with 
Bulletstorm we aim for that ‘summer 
blockbuster’ feel, so the humor can't 
overshadow the action and emotions. It’s 
the icing on the cake, but [it’s] not the cake 
itself. As for the quality...well, humor is 
like a rocket launcher: It’s a very effective 
but dangerous weapon, and it only works 
well in the hands of a pro.” 

Bulletstorm’s headshot-heavy narrative 
comes from such a pro—comic-book writer 


and artist Rick Remender (Fear Agent, 
Punisher, Thunderbolts), who also served as 
lead writer on another Electronic Arts— 
published title: 2008's critically acclaimed 
survival-horror game Dead Space. 

“Even before we blackmailed Rick into 
working with us, we knew that we wanted 
Bulletstorm to have a fun side,” Chmie- 
larz says. “We had a couple of designers 
work on the initial story and dialogue. 
Some people liked it; some didn’t. But we 
were quite content with ourselves. Then 
Rick came on board, said our story was 
s***, our dialogue was s***, and he, and I 
quote, ‘poops on it.’ He changed most of 
the narrative, killed and resurrected the 
characters so they were brand new, and 


The Voice of Builetstorm 
The voice of Bulletstorm protagonist Grayson 
Hunt is Steve Blum, who’s brought numerous 
characters from cartoons and games to life. 

He's played Wolverine from X-Men in both the 
television show and numerous games, and most 
recently, he played Tank Dempsey, the wise- 


cracking soldier from Call of Duty: Black Ops. 


generally turned everything upside down. 
Rick is talented beyond words, and even 
though he kicked our asses, we couldn't be 
happier with the results.” 

Remender’s attribution to Bullet- 
storm emphasizes the game’s outlandish 
“Skillshot’-centric action and “summer 
blockbuster” flair but grounds the experience 
with character interaction, emotional beats, 
and more obscene dialogue than you can 
blast a four-barreled Boneduster shotgun at. 
It’s a slickly stylish and often brutal affair, 
but it’s one that thrives just as much on char- 
acter and story as it does on guts and gore. 

“It’s a multilayered story with a lot of 
heart, soul, and character,’ Chmielarz says. 
“Tt’s one crazy ride from start to finish.” 


Red Faction: | 
Armageddon 


Words by Andy Burt 
Volition’s upcoming destructive 
sandbox adventure adds a new 
mission structure and ups the 
demolition levels set by 2009’s 
Red Faction: Guerrilla. 


hile not without 

its faults, 2009's 

Red Faction: 

Guerrilla features 

some of the most 
realistic destruction physics in a video game. 
Much of Guerrilla’s success comes from the 
pure, visceral nature of destroying anything 
that stands on the Martian landscape, 
making it easier for gamers to overlook the 
game’s few shortcomings. With Volition’s 
Geo-Mod 2.0 physics engine making an en- 
core, the developers are empowering players 
with new ways to take advantage of this “ex- 
plosive” tech in Red Faction: Armageddon. 

One of the most exciting additions to 
Armageddon is the player’s ability to not 
just recklessly demolish everything in sight 
but to actually put things back together. 
“You can destroy a giant building and then 
sit there and systematically repair the whole 
thing,” Red Faction: Armageddon Senior 
Producer Jim Boone says. “We've also seen 
people use our Magnet Gun to grab a section 
of wall and fling it at an enemy, then imme- 
diately repair that wall so they can grab an- 
other section and throw it at another enemy. 
It's been really cool to see how people have 
been using it in combat. One of the things 
that’s exciting is there’s a lot of depth in Red 
Faction: Armageddon, and players can really 
use their imaginations this time.” 

While Armageddon’s Geo-Mod engine 
hasn't drastically changed since the previous 
iteration, the team’s made a number of en- 
hancements, such as how it allows the world 
to actually come apart at the seams. 
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“The average player will not notice the 
specific improvements, but a lot of tweaks 
were done,” Boone says. “We have these 
things called dynamic links. The destruction 
system in a nutshell is like a jigsaw puzzle 
that’s all held together by links, and a certain 
amount of force is required to break those 
links. What we've been able to do now with 
some of the dynamic links is put together 
portions of buildings in certain ways that 
don’t require an artist to go through and 


build a custom set for the structure or layout. 


“The designers can mix-and-match pieces, 
or if they have something in mind, a specific 
sequence, or a specific bit of combat they 
want to do, they don’t have to rely on an 


Television Armageddon 

In order to help bridge the story-lines of 
Guerrilla and Armageddon, THQ and the 
SyFy network are creating a film, Red Faction: 
Origins. Debuting in March, the 2-hour 
live-action movie focuses on the story of Jake 
and Myra, the parents of Red Faction: 
Armageddon protagonist Darius Mason. 


artist to come along and build a custom 
asset for them. They can glue it together 
with these dynamic links, and it all works. It 
really freed us up so we could come up with 
some more exotic structures. Again, it’s more 
under the hood, but it will change the feel of 
the game for the better.” 

The gaming press criticized Red Faction: 
Guerrilla for its feeble story. Volition took 
that criticism to heart for Armageddon. 

Set roughly 50 years after the events of 
Guerrilla, Armageddon tells the story of the 
surviving Martian colonists battling a new 
threat beneath the planet's surface. Leading 
the way is Darius Mason, grandson of Alec 
Mason, the main character in Guerrilla. 


“We've had more time to weave the story 
into the missions themselves and work on 
the cinematics and the voiceovers so the 


player really understands what's going on in 
the game and what the true costs are,’ Boone 
says. We have things before just about every 
mission where we're trying to impart some 
of [the] story and what it is that Darius is 
doing within the game world and what he’s 
ultimately trying to accomplish.” 

Volition also revamped the entire mission 
structure (no more driving from point A to 
point B for long periods of time) to “tighten 
up’ the gameplay in Armageddon. The 
development team had some initial concerns 
about restructuring missions, but they 


determined it was necessary to achieve the 
best experience possible. 

‘Tll be perfectly honest with you: 
[Restructuring missions] is something we've 
talked about a lot, particularly regarding how 
people will react to this change. The early 
indications that we've seen are that it was 
definitely the right call,” Boone says. “Red 
Faction’s less about the wide, vast expanses 
players can drive around—it’s more about 
the variety of things players can do: obliterat- 
ing structures, fighting people, and driving 
cars. The journey from one section of the 
map to the other wasn't necessarily fun, so 
what we essentially did is squish everything 
together. We squished all those really fun 
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Among the themes that run through the Red 
Faction series, the notion of overcoming an 
oppressive government bx »dy is the most 


pervasive. The stories in each game touch on 
this concept differently, such as the rebellion 
against the tyrannical Earth Defense Force in 
Red Faction: Guerrilla. 


experiences together that are a bit more 
unique to what our game has to offer and 
trimmed out those areas where you're just 
driving around for long periods of time.” 

While Boone and his team are weaving 
fresh ideas into their anticipated sequel, 
they're well aware that humankind’s vora- 
cious appetite for destruction is at the heart 
of Red Faction’s allure. This design principle 
is something they've stuck to since the 
original Red Faction in 2001 and promise to 
expand on in Armageddon. 

“Man has an intrinsic fascination with 
destruction,” Boone says. “And it’s that little 
bit of anarchy in such an organized world 
that makes it so interesting.” 
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Metal 


Will Herring 
This primer on the oftentimes 
confusing Metal Gear Solid saga 
should prep you for Rising. 


Big Boss/Naked Snake: This legendary 
soldier has the dubious honor of acting as 
both the primary protagonist and antago- 
nist in a number of titles throughout the 
long-standing series. From Big Boss’s Green 
Beret beginnings to the inception of Outer 
Heaven, few characters in the Metal Gear 
saga’s dense continuity have as far-reaching 
an influence as the original Snake. 


Solid Snake: This grizzly, gravel-voiced dog 


of war has served as the face of the Metal 
Gear franchise since its debut on the MSX2 
in Japan. The first of three Big Boss clones 
born of the “Les Enfants Terribles” project, 
Snake’s initial task as a FOXHOUND agent 
was to put an end to his father and former 
commanding officer’s rebellion. 


Liquid Snake: The second illegitimate it- 
eration of “Eis Boss, Liquid served as an SAS 
operative for the British Army before taking 
control of the rogue FOXHOUND unit and 
challenging Solid Snake for their father’s 
legacy. Originally believed to be genetically 
inferior to Solid Snake, Liquid turns out to 
have inherited his father’s dominant traits. 
This is still not enough to overcome Solid 
Snake’s battlefield prowess. 


Solidus Snake: The third son of “Les 
Enfants Terribles,” President George Sears 
was touted as the project’s only successful 
clone. A perfect replica of Big Boss, Solidus 
is put into a position of international power 
by The Patriots. Long before his presidency, 
Solidus’ fought in the First Liberian Civil 
War, in which he killed a young boy’s par- 
ents. He later adopted and trained the child 
to become a ruthless killev.... 


Raiclen: Raised on the battlefield as a child 
soldier, Raiden’s blood-spattered beginnings 
are a far cry from the naive, polarizing pro- 
tagonist of Metal Gear Solid 2: Sons of Liberty. 
Following the events of the Big Shell Incident, 
The Patriots captured Raiden, and they 
conducted cybernetic experiments on him, just 
as they did with soldier-turned-cyborg ninja 
Gray Fox before him. Raiden has top billing in 
the highly anticipated Metal Gear Solid: Rising, 
a sidestory set between the events of MGS2 
and MGS4. 


‘ie Boss: World War II hero and mentor to 
Naked Snake, The Boss “defected” to the Soviet 
Union in the prologue to Metal Gear Solid 3: 
Snake Eater, where the Director of Central 
Intelligence tasked her with infiltrating Colonel 
Volgin’s ranks and deciphering the true location 
of the Philosopher's Legacy. Events later forced 
Snake to gun down his mentor, from whom 
he'd inherit the mantle of Boss. 


Revolver Ocelot: Son of The Boss and 
tise to Solid: Snake Ocelot remains one of 
the most capricious characters in the Metal 
Gear cast, his alliances unclear to anyone 
but himself. Having aligned himself with the 
CIA, KGB, GRU (another Russian military 
intelligence organization), and NSA, just to 
name a few, Ocelot has played pivotal roles 
both behind the scenes and center stage in 
nearly every chapter of the Metal Gear saga. 


ear Solid: Rising 


/\: From the explosive events of 
Shadow Moses up to Liquid Ocelot’s 
Insurrection in 2014, Meryl Silverburgh has 
undergone an impressive evolution as both 
a warrior and a woman over the course of 
the Metal Gear saga. Formerly Snake’s love 
interest in Metal Gear Solid, Meryl ends 
up marrying Rat Patrol squadmate Johnny 
“Akiba” Sasaki in Metal Gear Solid 4: Guns of 
the Patriots. 

icon Emmerich: Forever bearing 
ahs Bangi af his ane eer Dr. Hal Em- 
merich is the last in a long line of scientists 
living under the looming mushroom cloud— 
shaped shadow of nuclear experimentation. 
The original designer of Metal Gear REX, 
Otacon has devoted his life to the eradication 
of the machine’s subsequent iterations with 
the aid of Solid Snake. 
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Sons of Liberty 

In Metal Gear Solid 2, the “Sons of Liberty” 
are a ruthless terrorist faction that includes 
Revolver Ocelot and Olga Gurlukovich. In 
history, the Sons of Liberty were American 
patriots. During the American Revolution, 
colonists such as Paul Revere and Samuel 
Adams rebelled against Great Britain. 


Metai Gear Tech 

Giancomo Casanova was a Venetian adventurer and 
real-life secret agent for King Louis XV of France 
during the 18th century. While not armed with 
silenced pistols and active camouflage, Casanova 
was notorious for his exploits as a spy from 1774 to 
1782—and like Solid Snake, Casanova was infamous 
for his womanizing, hence the term “Casanova.” 
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Real-Life Portal 

Harrison Krix, a graphic designer from Atlanta, 
created five replicas of the Portal gun in 2009. 
These were quickly snatched up by die-hard fans. 
Krix designed each of the Portal guns with a 
close eye for detail, including small touches such 
as an Aperture Science logo and small splatters 


of blood. 
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Portal 2 


Words by Emanuel Maiberg 
Writers Chet Faliszek and Erik 
Wolpaw seek to deliver a sequel 
that expands on the innovative 
gameplay and humor that made 
the first Portal a hit. 


hen Portal appeared 
in late 2007, the 
development team at 
Valve probably had 
no idea that it would 
have such an impact on video-game culture. 
Based on the student project Narbacular 
Drop, the game was part of The Orange Box 
alongside far heavier hitters Half-Life 2: 
Episode 2 and Team Fortress 2. The plan was 
to let the short and quirky game piggyback 
on the popularity of the big boys as opposed 
to letting the unproven newcomer fend for 
itself on store shelves. What Valve couldn't P : 
have predicted, though, is that the little : * iia 
game would overshadow its Orange Box | 
companions in many ways. 

It certainly would have been arrogant of 
Chet Faliszek and Erik Wolpaw, the game’s 
writers, to assume that Portal would achieve 
meme status worthy of reference in other 


al 


eee. — i video games, countless cake decorations, “For all content we create that [we] believe 
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this challenge. : Drop have anything in them that could have 
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Valve has enlisted funny man Stephen Merchant 
to perform voiceover work as Wheatley, a neu- 
rotic “personality core” players come across in 
Portal 2. Merchant is best known as the 
cocreator of the original British version of The 
Office along with Ricky Gervais, in addition to his 
work on the duo’s follow-up show, Extras. 


prepared players for the sardonic genius of 
GLaDOS. As you might be able to tell from 
his answer, a lot of that funny personality 
comes from Faliszek. 

It’s one thing to be the funny one among 
your group of friends. It’s another matter 
to be funny on demand, whether as a writer 
or a stand-up comedian. But if every game 
that has ever been released is any indication, 
being funny within the context of a video 
game is practically impossible. Think of all 
the funny games you have played in your 
life—those that actually made you laugh out 
loud—and you probably wouldn't need more 
than one hand to count them. And if you 
played it, Portal is bound to be one of them. 

If there is a more unwelcoming venue 
for humor than a video game, it has to be a 
cooperative video game. Portal 2 has a co-op 


Gi) © 2088 PREVIEW ISSUE 
\Yf 
| a 


i 


laf 


4 


\ \ 
\ } 


\@ 
7 


N 
Y 


, 
4 


vy 


4 


GlaDOS was conceived by Valve’s Erik Wolpaw and Kim Swift 
and voiced by actress Ellen McLain. Earlier incarnations of 
GlaDOS (which stands for Genetic Lifeform and Disk Operat- 


ing Syst em) portrayed the maniacal supercomputer as a float- 


ing brain, and early sketches show that GlaDOS’s shape was 
originally envisioned to incorporate a large disc-like object into 
her frame, which the designers deemed unfitting. 


mode equal in length to the single-player 
game (each being at least twice as long as the 
original Portal), and it looks like it’ll be just 
as funny. It’s often said that timing is every- 
thing in comedy. A line or gag doesn’t just 
have to be delivered the right way—it also 
has to be delivered at the right time. But how 
does one do that in a game, where the main 
performers are unpredictable players? 
“Something we learned in the Left 4 Dead 
series was to avoid having just one moment 
co-op players [must] watch and cannot miss! 
Because in a co-op game, they will invariably 


miss it,” Faliszek explains. “So we deliver 
not just the story but the comedy as well, in 
small bits, numerous times. But honestly, 
the best comedy comes from the players 
themselves interacting with the world and 
causing each other's doom or success.” 

The skepticism about Portal 2 isn’t sur- 
prising. From a technical standpoint, game 
series usually improve with each sequel, but 
they often fall into the same traps that mov- 
ies do when it comes to story. Valve gave new 
meaning to “revisionist history” a few days 
before the announcement of Portal 2 when 


It was a triumph 


I'm making a note here: 


hat accompanies Portal’s 
| Alive,” pro 
gold on the Internet. The most popular 
“Still Alive” on YouTub 
has almost 8 million views, 


they released a patch for Portal, which wrote 
in a different ending more accommodating 
of a sequel. In approaching Portal 2, the team 
didn't only have to deal with the baggage 

of the original game but also new game 
mechanics to integrate into the tone they're 
trying to strike. 

Valve's record on adopting independent 
and student developers might make you 
think of them as philanthropists, but as 
Counter-Strike and Team Fortress show, it’s 
just good business. Portal 2’s new mechanics 
originated with Tag: The Power of Paint, an- 
other student project from DigiPen in which 
players spray paints that have different 
physical properties in order to traverse the 
environment. Nothing about the original Tag 
screams Portal, but Faliszek helps explain 
the inspiration. “Portal’s feel and personality 
came naturally from the game mechanics 
and environment. While the core mechanics 
may be familiar to anyone who played Tag, 
once in the setting and context of the game, 
the fun of using the gel mechanics naturally 
lends itself to the personality of Portal 2.” 

As far as the game's legacy is concerned, 
Valve has much more to lose than to gain 
with Portal 2. The fans’ emotional invest- 
ment in Portal makes it a highly risky 
venture. Thankfully, if there is a company in 
the industry that'd be able to pull something 
like this off, it’s Valve. 
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The Crying Game 

Many things pertaining to EA’s 
Crysis franchise feature “Cry” in 
their names, including its German 
developer, Crytek Frankfurt, and 
the engine that powers the visuals 
in both Crysis and Far Cry, the 
CryEngine 2 


Tribute to Aliens 

Toward the end of 2007’s Crysis, Prophet 
says, They're coming through the f***ing 
walls,” which is a (more profane) homage 
to James Cameron’s 1986 sci-fi film 
Aliens. In Cameron’s movie, Bill Paxton’s 
character Hudson screams, “They’re com- 
ing outta the god**** walls.” 


(or 


1. The Nanosuit 2: What is it? 

“The Nanosuit 2 worn by Crysis 2’s Green 
Beret protagonist ‘Alcatraz’ gives him super- 
speed, strength, endurance, virtual invulner- 
ability, and the power to remain hidden. For 
these reasons we like to call it ‘battle armor 
perfected.’ Additionally, the Nanosuit 2 is 
unique in its design. You are not an armored 
robot; it coexists with the soldier like a 
second skin, and the operators inside are still 
flesh and blood.” 


2. What Can’t It Do? 

“To simplify, the increased mobility the suit 
provides allows one to slide and shoot, jump, 
punch, cloak, throw, kick, climb, survive 
explosions, withstand a hail of gunfire, 

and leap great distances a normal soldier 
could not.” 


The creators of the Nanosuit 2 
dismantle the cutting-edge 
technology that powers 

the combat exoskeleton in 
Crysis 2. 


3. Who Made it? 

“The Nanosuit 2’s developed by a company 
called Crynet Systems, which is a subsidiary 
of a much larger corporation that plays an 
important, and secret, role in the history 

of the Crysis universe and the story-line in 
Crysis 2.” 


4. Virtually Indestructible 

“Upgrades to the Nanosuit 2 are a direct 
response to the very different kind of terrain 
featured in Crysis 2’s concrete jungle of 

New York City. We have evolved the 
Nanosuit to be more fluid, accessible, and 
ultimately powerful. Instead of four static 
modes, we have enhanced the two most 
popular modes—stealth and armor—and 
complemented them with power, speed, and 
also tactical information.” 


SIS 


3. More Versatile 

“Imagine sprinting and jumping out a 
window with the Nanosuit 2, only to turn 
on [the] cloak and disappear before landing 
behind enemies and silently taking them 
out. Or alternatively, jumping into a street 
filled with cars and kicking them into your 
enemies while flipping and surviving a bar- 
rage of gunfire. The new suit empowers you 
with all of this.” 


6. A New and improved Body 

“We decided to increase the body mass 

and apply a sculpted look to the surfacing, 
Aspects like connection points and intersec- 
tions have more integral detail, providing 

a functional appearance. The design direc- 
tion points toward strong elegance. Core 
structures like [the] spine and shoulders are 
woven together. Surfaces flow and resolve 
into each other in a harmonious way.” 
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Famous Zelda Fans 

Fans the world over have shown their love for The Legend of 
Zelda through fan art, music covers, and even permanent tat- 
toos. One fan, an actor you may have heard of known as Robin 


The Legend 
Skyward Sword 


Words by Kevin Cassidy 
Will Nintendo’s big shift in . 
direction hurt one of their most 
beloved franchises? 


e finally have a three- 

way battle in the 

motion-control wars. 

Sony’s released Move, 

and Microsoft's 
unleashed Kinect. It took some time, but 
now the Big Three are on somewhat even 
ground. Of course, the key to dominating the 
market is killer software. 

Nintendo decided to revamp their 
MotionPlus add-on by including that same 
technology in every Wii Remote. The game 
Nintendo’s anointed to promote this new 
all-in-one Wii Remote Plus is Fling-Smash, 

a side-scrolling action title that stars a ball- 
shaped creature that most gamers know 
nothing about. But doesn’t Nintendo have 
some familiar faces that can better expose us 
to the nuances of this device? Cue Link and 
his next adventure, The Legend of Zelda: 
Skyward Sword, which you can only experi- 
ence with MotionPlus. 


“Nintendo is taking one 
of their most well-known 
franchises into some 
relatively unexplored 
territory. When was 

the last time you played 

a motion-controlled 
‘hardcore’ game that 
managed to light the sales 
charts on fire but also avoid 
control issues? It hasn't 
happened yet.” 


Much like Twilight Princess, Skyward 
Sword has been generating discussion for 
a long time. While our first “look” at the 
game came from leaked art in June 2009, we 
actually heard about the project at E3 2008, 
when legendary Nintendo designer Shigeru 
Miyamoto revealed that a new Zelda game 
was in development for the Wii. 

In 2005, Miyamoto said that Twilight 
Princess was going to be “the last Zelda 
game as you know it in its present form.” 
Fast-forward to 2009, when Miyamoto 
stated that Skyward Sword won't be “that 
radically different.” With all of this confu- 
sion, should we be worried about Link’s first 
true Wii outing? 


Willams, named his daughter after the titular princess. “My 
daughter is named after a video game...Zelda, Princess Zelda,” 
Williams said during an interview on Late Night with Jimmy 
Fallon. “1 don't call her Princess Zelda—only occasionally.” 


ts) 
ot Zelda: 


Let’s take a look at what we know for sure. 


Skyward Sword is going to give us the closest 
to “1-to-1” replication of movement that you 
can get with the Wii. Although Nintendo’s 
onstage demo of Skyward Sword at E3 2010 
worried some, impressions from the show 
floor quickly squashed those fears. Skyward 
Sword’s controls work quite well. 

You're taking on Link’s actions like 
never before—and be prepared to sweat, as 
Skyward Sword’s controls use a variety of 
complex gestures and movements. Plenty 
of fans had dreams of in-depth controls 
for Link back when Twilight Princess hit, 
but unfortunately, motion controls weren’t 
implemented into it quite as well as many 
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A Treasured Classic 
Unopened copies of 
The Legend of Zelda for 
the NES are extremely 
rare and sell for exorbi- 
tant prices. Mint copies 
of the game can go for 
upward of $400. 


The Death of Link? 

The Legend of Zelda hero Link has 

had numerous cameos over the years 
in different video-game series. One of 
the oddest, perhaps, was in the original 
Final Fantasy on the NES, where a 


gravestone in the elven town of Elfheim 
reads “Here lies Link.” 


had hoped. Skyward Sword offers immersive 
control the early days of Wii waggle just 
couldn't handle. 

This new method of control should open 
up the Zelda universe, often charged with 
growing stale over the years, to exciting 
gameplay ideas. It’s easy to see that the two 
major mechanics in any Zelda game are 
puzzles and swordfights, but MotionPlus 
could lead to engagements with enemies that 
involve more than merely spamming one 
attack button and puzzles that require more 
than a block push or mirror twist. 

The problem is, some gamers aren't 
down with getting into the action. We’ve 
all heard the groans about motion controls: 


They're imprecise, and they don't allow for 
a kicked-back position on the couch. It also 
doesn't help that Nintendo is taking one of 
their most well-known franchises into some 
relatively unexplored territory. When was 
the last time you played a motion-controlled 
“hardcore” game that managed to light the 
sales charts on fire but also avoid control 
issues? It hasn't happened yet. 

Taking Link to the unfamiliar world 
of Skyward Sword while focusing heavily 
on motion controls is a bold move, but 
who's to say Nintendo can't get everything 
right? Therein lies the biggest problem for 
Nintendo and Skyward Sword: How do they 
manage to blend the old and new while still 


keeping fans happy? Even the most devoted 
fans will likely agree that the series needs 
to change. 

While Miyamoto’s discussed Skyward 
Sword as yet another familiar experience, 
other developers on the project have made 
it clear that the game’s going after new ideas 
as well. Talk focuses on Link going without 
his sword for some portions and changes to 
the way we tackle dungeons, and there'll be 
plenty of other secrets related to the “Sky- 
ward” subtitle. Will we remember Skyward 
Sword as the title that broke new ground and 
refreshed the series, or will it be the reason 
why we beg Nintendo to go back to outings 
in the vein of fan-favorite Ocarina of Time? 
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LittleBigCalcuiator 

One of the most impressive cre- 
ations from the LittleBigPlanet 
community is a fully functional 
calculator designed by Upsilan- 
dre, which he notes uses 610 
magnetic switches, 500 wires, 
430 pistons, and 70 emitters. 


Words by Chris Plante 
How LittleBigPlanet 2’s 

new tools empower users 

to create just about anything. 


ow do you follow up a 
game when its most loyal 
fans haven't grown tired 
of the original? That’s the 
question LittleBigPlanet 
developer Media Molecule must answer 
with LittleBigPlanet 2, the PlayStation 3 
exclusive that hits stores in January. 

Two years after its release, LittleBigPlanet 
users continue to construct new levels with 
the game’s toolbox. In a medium where new 
releases are regularly forgotten the following 
week, LBP’s shelf life is nearly unmatched. 

But LittleBigPlanet only served a section 
of gamers: platformer fans. Other genres 
remain markedly underrepresented. 

“The intention of the original LittleBig- 
Planet was to extend [the platforming] expe- 
rience,’ Producer Eric Fong says. “We created 
this platformer, and the players just took 
the ball and ran with it. They did things we'd 
never intended them to do, [and] in fact, we 
thought were frankly impossible.” 

Media Molecule watched what users made 
with LBP—and what they tried to make. 
“Players showed us what they wanted to ac- 
complish with [LittleBigPlanet],” Fong says. 
“So for LittleBigPlanet 2, the focus was giv- 
ing the users the tools and the ability to do 
the things they really want to accomplish.” 

David Dino (aka gevurah22 in LittleBig- 
Planet) was one of many users that provided 
Media Molecule feedback as a LBP2 beta 
tester. Dino's “Stem Cell Sackboy,’ a level that 
doubles as an interactive lecture on stem 
cell research, won a $40,000 grant from the 
Digital Media and Learning Competition and 
established him as a respected, ambitious, 
and important LBP creator. 

To maintain the community's engage- 
ment, Dino believes Media Molecule must 
deliver an engine that encourages users to 
build more than just platformers and to 
make creation less time-consuming. Dino 


and Fong agree the most important addition 
is Direct Control, the tool that expands and 
streamlines creation. Or as Media Molecule 
has cutely dubbed it: the “Controllinator.” 

“In LBP. if I wanted to create a monster 
truck, I would basically have to control 
Sackboy, who was controlling the truck,” 
Fong says. “Sackboy would have to run over 
to a switch, pull the lever one way to go one 
direction, pull the level another way to go 
another direction, and that’s pretty much all 
I could do. In LBP2 we give you Direct Con- 
trol. Sackboy jumps into the actual vehicle, 
and you're no longer controlling Sackboy 
controlling that vehicle. You’re controlling 
that vehicle—directly.” 

With the Controllinator, breaking free 
from the platforming mold is easy as a flick 
of the button. “It provides the creator the op- 
portunity to control anything from a robot 
to a vehicle to a Tetris mini-game,” Fong says. 

But the Controllinator doesn’t fix the 
original LittleBigPlanet’s reliance on complex 
machines and rigging to power its more com- 
plex stages. To imitate a computer’s logic or 
A.L., LittleBigPlanet creators use buckets of 
weight, webs of wires, and dozens of buttons 
and sensors. “Now it’s just a single [tool] that 
you connect to whatever it is you're trigger- 
ing, Fong says. 


Special Appearances 

A variety of Sackboy customization items in 
the original LittleBigPlanet make it possible 
to create a number of popular characters 
from other Sony franchises, such as God 

of War’s Kratos, Metal Gear Solid 4’s Old 
Snake, Heavenly Sword’s Nariko, and even a 
Helghast soldier from Killzone. 


This tool is “The Micro-chip,” and for 
program-heavy creators, it’s likely a godsend. 
“It’s a lot simpler, a lot cleaner. Fewer things 
can go wrong. It’s a time-saving measure, 
Fong says. 

The Micro-chip and the Controllinator 
appear to be what the users want, tools that 
both expand possibilities while reducing 
creation time. But Fong admits the additions 
probably won't attract those intimidated by 
the original's creation tools. 

“The original tool set’s still there. Anyone 
that was intimidated by that, I don’t 
think they’re going to be any more or less 
intimidated,” he says. “[But players] have the 
options of doing things like Machinima or 
things like creating an online, sharable, inter- 
active photo tour of [a] vacation in Hawaii.” 

LittleBigPlanet 2 also has the Grabinator, 
a glove that helps Sackboy lift heavy objects; 
and the Creatinator, a configurable hat that 
spews out objects. These new toys should 
please fans without affecting the vast toolset. 

But creation remains king for fans. 

“I think [LittleBigPlanet 2’s] flexibility 
allows players to essentially create what they 
want,’ Dino says. From what we've seen, 
LittleBigPlanet 2 empowers players to create 
just about anything, which as Fong says is 
exactly what Media Molecule wants. 
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oe. Fatal Attraction 
wei Batman's girlfriends have a 15 percent 


chance of dying, compared to 33 percent 
of Spider-Man’s girlfriends and 50 per- 
cent of Daredevil's girlfriends. Superman 
‘ is at O percent, with just one girlfriend 
a under his belt. She is still alive at press 


time (ignore Superman: The Movie). 


Words by AJ Glasser 

We explore Batman’s abusive 
relationship with Catwoman 
and how he sees the good in her 
when others don't. 


atman is a character defined 
by his relationships. Of all the 
relationships he has, however, 
it’s the unhealthy ones that 
reveal the most fascinating 
side of him: his humanity. When we see 
Batman sticking it to violent thugs with 

a wide array of gadgets or outsmarting 
criminal masterminds, we sometimes forget 
that he’s just a man under all of that armor. 
Through abusive and obsessive relationships 
with victims and villains, we see Batman as a 
person vulnerable to fear, failure, and pain. 

“The great thing about Batman is he has 
these deeper relationships with everyone 
around him,” Sefton Hill says. As game 
director for both 2009’s Arkham Asylum 
and 2011’s follow-up, Arkham City, Hill's 
had years to get inside Batman’s head and 
extensive backstory to find the relationships 
that matter most. 

One of those is clearly Catwoman, 
Batman’s love interest. Right from her 
creation in Bob Kane’s Batman comics of the 
1940s, their relationship has been abusive. 
She’s selfish, manipulative, and a criminal; 
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he’s bent on reforming her to the point of 
compromising his values. 

“He sees the good in her when other people 
don't,’ Hill explains. “He wants her to be good. 
But at the same time, there’s also a lot of bad 
in her. In a lot of ways, she’s the antithesis of 
Batman. They have all these similarities and 


“(Batman| wants her to be 
good. But at the same time, 
there’s also a lot of bad in 
her. In a lot of ways, she’s the 
antithesis of Batman..:which 
is what makes their 
relationship fascinating.” 


—Sefton Hill, 
game director, Rocksteady Studios 


all these differences, which is what makes their 
relationship so fascinating.” 

At the start of the new game, Batman 
enters the villain-dominated Arkham City 
to rescue Catwoman from an execution at 
the hands of Two-Face. “But everything's 
not always as it seems with Catwoman, Hill 
warns. ‘Sometimes she’s the victim, and 
sometimes she’s the savior.” 

Through Catwoman, we see Batman as 
the foolish lover who forgives even the worst 
betrayal. Even as we sympathize with 


Real Abuse 

The unhealthy relationship 
between Batman and 
Catwoman is entirely fictional, 
but real abuse is not fun. If you 
or someone you know is the 
victim of intimate-partner 


violence, visit loveisrespect.org. 


Batman, we roll our eyes at him—of course 
it’s a trap; why bother going after her? But 
bringing Batman down from his pedestal 
makes it easier to relate to him. And it makes 
us more likely to worry about him when a 
villain with no love for Batman has him in 

a trap. 

Enter Arkham City’s real villain—Hugo 
Strange. As the “mayor” of Arkham City, 
he manipulates all of the different factions 
behind other villains trapped in the area and 
drives much of the game’s plot. 

“[Strange’s] connection with Batman is re- 
ally fascinating, something we felt we could 
get a lot of mileage out of,” Hill explains. In 
Batman canon, Strange is one of only a few 
people that know Batman's true identity— 
something Catwoman only just found out 
eight years ago, while Strange has known 
since the ’70s. 

“Their relationship is really interesting,’ 
Hill muses. “That hold that [Strange] has 
over Batman, knowing who he is, know- 
ing that he’s Bruce Wayne. [...] We asked 
ourselves how Batman could possibly deal 
with someone who knows his true identity. 
Hugo Strange is the perfect character—he’s 
fascinated with Batman, and it really puts 
Batman on the back foot for the first time, 
because it puts everyone Batman knows 
and loves in danger. It’s a very different type 
of threat [from] what Joker brings, a very 
personal level of threat for Batman.” 
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Jean-Claude Kombat 

The original plan of Mortal Kombat creators Ed Boon 
and John Tobias was to develop a game starring Jean- 
Claude Van Damme, but they couldn’t finalize the 
deal. The Van Damme character they created became 
‘Johnny Cage,” sharing the initials “JC” with the action 
star, along with the trademark splits he performs a 


ridiculous amount of times in 1988's Bloodsport. 


Mortal Kombat 


Words by Patrick Shaw 

The creators of the fighting- 
game series aim to resurrect it 
by returning to its darker roots. 


n 1992 Midway unveiled Mortal 
Kombat, a more vicious take on the 
fighting-game genre than Capcom’s 
Street Fighter II. Praised for a 
colorful cast of characters loosely 
inspired by overblown ’80s action heroes like 
Jean-Claude Van Damme and (also slammed 
for) its barbarous violence, Mortal Kombat’s 
success created one of gaming’s most 
iconic franchises. 

Over the years, new games in the series 
continued to receive positive responses 
from fans and critics, but the franchise had 
lost much of the original trilogy’s luster. 
Simply put, the Mortal Kombat brand has 
been on a steady decline for years. What 
went wrong? 

Since 1995’s Mortal Kombat 3, the se- 
ries’ last 2D incarnation, it’s strayed from 
its roots—both visually and tonally— 
triggering the slow bleeding of the essence 
that made Mortal Kombat resonate with 
gamers in the first place. Hans Lo, the se- 
nior producer for the series’ upcoming re- 
launch—simply dubbed Mortal Kombat— 
says everyone at NetherRealm Studios (the 
remains of former industry giant Midway) 
felt it was finally time to return to Mortal 
Kombat’s darker origins. 

“The evolution of Mortal Kombat’s 
been influenced by new technology and, to 
some extent, trends in consumer tastes,” 
Lo says. “With the new Mortal Kombat, 
we ve made a conscious decision to return 
to our roots in terms of a 2.5D—2D 
fighting in a 3D world—gameplay style 
while leveraging the power of the current 
consoles to give us some of the fastest 
action we ve ever had.” 

The new game’s story-line takes players 
back to the events of the first three Mortal 
Kombats, which are considered as some of 
the best fighting games ever made. “With- 
out giving too much away,’ Lo says. “The 


Mortai Kombat Mythology 

In Japanese mythology, Raiden has the power 
to manipulate electricity, just like the Mortal 
Kombat character he shares a name with. Unlike 
MK's depiction of Raiden, the mythological 
thunder god has blood-red flesh, claws, anda 
demonic face. 


story begins with the very first Mortal 
Kombat tournament.” 


Lo explains the plot: In the hopes of 
changing the outcome of the war depicted 
in Mortal Kombat: Armageddon, Raiden 
sends a message to his younger self in the 
form of a vision. In the new game, young 
Raiden must do whatever it takes to avoid 
another bloodbath. 

“The new game’s a retelling of the origi- 
nal Mortal Kombat through Mortal Kombat 
3,” Lo says. “But there’s definitely going to 
be some new twists along the way.” 

Aside from returning characters and the 
2.5D presentation, another way Lo and 


NetherRealm Studios plan on capturing 


some of the morbid magic of classic Mortal 


Kombat is by embracing a darker mood. 
They're making a tremendous effort to 
bring back the attitude of the first three 
games, which were genuinely more sinis- 
ter; they didn’t feature tongue-in-cheek 
things like “Babalities,” finishing moves 
found in some of the sequels in which you 
could turn battered foes into infant- 
versions of themselves. 

“Were definitely going for a much 
darker vibe overall,” Lo says. 

Lo says the design process has been 
a delicate balance between ensuring 


returning elements—arenas like The 
Living Forest and characters like Scorpion 
and Sub-Zero—are instantly recognizable 
but still feature an updated look that takes 
advantage of modern technology. 

By revisiting the characters, story, and 
overall darker aesthetic of the franchise’s 
glory days, Lo and the developers at 
NetherRealm Studios are on the right 
track toward bringing Mortal Kombat back 
from the grave. 

“Trust me—the things we're doing now 
[with classic characters and arenas] 
just weren't possible back when Mortal 
Kombat was in the arcades,” Lo says. 


A Massive Cast 
Capcom’s targeting approximately 
40 playable characters for Marvel vs. 
Capcom 3: Fate of Two Worlds from 
both the Marvel and Capcom fran- 
chises. The publisher has revealed 30 
characters thus far; the identities of 
the rest remain secret. 


Marvel vs. C 
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Words by Tracey John 
New modes show why this 
sequel isn’t just for hardcore 
fans of fighting games. 


t's been over a decade since the 

release of Marvel vs. Capcom 

2, but in 2011, fans finally get 

the next entry in this popular 

fighting-game franchise. Marvel 
vs. Capcom 3: Fate of Two Worlds con- 
tinues the tradition of Capcom’s beloved 
game characters and Marvel's iconic heroes 
and villains duking it out. While hardcore 
fans will line up for the game’s launch, why 
should you even care about this over-the- 
top fighting title if you’re unfamiliar with 
fighting games, Capcom’s game franchises, 
or the Marvel Universe, ? 

“What really draws new people into a 
fighting game are interesting characters and 
great graphics, and we feel we have those 
both covered big time [in Marvel vs. Capcom 
3],” says Seth Killian, Capcom’s strategic 
director of online and community. “[New 
players] will hopefully be drawn in by the 
look of the game, and then there's a lot to 
have fun with right out of the gate.” 

Capcom expects that the game should also 
attract new players with the Marvel license. 
The popularity of movies like Spider-Man and 
Iron Man has catapulted Marvel's properties 
to widespread appeal. The plot has Marvel 
supervillain Doctor Doom teaming up with 
Resident Evil badguy Albert Wesker in order 
to take over the Marvel and Capcom uni- 
verses. But this rouses an even greater evil. 

Fate of Two Worlds features mainstream 
Marvel characters as well as more obscure 
ones such as big-headed villain MODOK 
and the immortal mystic Dormammu. Avid 
comic-book readers should enjoy the extra 
touches. Mouthy merc Deadpool, a character 
known for breaking the fourth wall, some- 
times yells at the player for hitting the wrong 
button. The game also has subtle nods to the 
comics that actually affect gameplay. 

“Deadpool fans know he uses these 
personal teleporters, but he’s always having 
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X-23, WOLVERINE S GENETIC TWIN, MAKES HER 
FIGHTING-GAME DEBUT IN MARVEL VS. CAPCOM 3. 


problems with them,’ Killian says. “So in the 
game, if you use your teleportation belt three 
times in the same match, the first two times 
it will work fine, and then the third time, it 
will fizzle and potentially explode and doa 
small amount of damage to you.” 

Although the vibrant characters and 
visuals may bring in new players, what can 
they expect once they grab the controller? 
Fighting games aren't the easiest to pick up 
and play. 

“Any fighting game can be a little bit in- 
timidating to nonfighting game fans because 
they tend to be more complex than most 
games, Killian says. 

In Street Fighter IV and other contem- 
porary fighting games, some special moves 
require players to do a 720-degree rotation 
with the analog stick and hit all three but- 
tons at exactly the right moment. But Killian 
says that Fate of Two Worlds has nothing 
like that. “Some people say, ‘I played Street 
Fighter years ago, and I couldn't really throw 
a fireball, so fighting games aren't for me.’ 
But Marvel vs. Capcom 3, and the entire 
‘vs. series, really has a commitment to have 
relatively easy special moves.” 

Killian says that Capcom created two 
additional features in Fate of Two Worlds 
in order to ease beginners into the game. 
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Too Controversial 

In order to avoid an issue with the 
game’s final content rating, Marvel 
vs. Capcom 3: Fate of Two Worlds 
Director Ryota Niitsuma says they 
didn’t include some of Resident Evil’s 
more grotesque villains, such as 
Tyrant and Nemesis. 
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The first is “Mission Mode,” where players 
take on a series of small challenges based 

on the selected character that teaches their 
basic repertoire of moves and techniques. 
The other is “Simple Mode,” a streamlined 
control scheme that allows players to execute 
some of the special and supermoves with the 
touch of a button. Simple Mode appears at 
the beginning of any match and is accessible 
in any game mode. 

But don’t expect this to level the playing 
field. Characters in the normal control 
scheme have dozens of special moves, but 
in Simple Mode, players only have access 
to four. And while Simple Mode may let 
newcomers enjoy Fate of Two Worlds, Killian 
assures us that the game is as serious as ever. 
The vocal community worried that Capcom 
was dumbing down the game to be more ac- 
cessible. But Killian says it was a misunder- 
standing of what Simple Mode really is. 

“The Simple Mode is really meant to be a 
stepping stone into the full game experi- 
ence for new players, but the entire game 
was built from the ground up to be a serious 
competitive fighter with tons of options,’ he 
says. “There's really nothing lost from the 
core experience, and if you don't like Simple 
Mode, there’s absolutely no reason to play it 
as a hardcore player.’ 
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Words by Andy Burt DEAS CEE 
Rockstar fills their 1940s crime ieee mat wae 
thriller with intrigue, murder, | 

and some of the most impressive 
technology ever used to bring 


video-game characters to life. teeter . i oer 


True Crime 
The cases that Cole Phelps solves in L.A. 
Noire are all based on real crimes that took 


place in Los Angeles during the 1940s. Some 
of the cases went unsolved, which allowed the 
designers to take creative liberties so gamers 


can solve them. 


t’s 1947 in Los Angeles. A hero in 
World War II, Cole Phelps returns 
home to Southern California and 
begins working as a detective at the 
traffic desk for the Los Angeles 
Police Department. As Phelps, players 
explore the vast city, interrogate suspects in 
crimes, and slowly unravel the seedy under- 
belly of postwar Los Angeles. 

At first glance, L.A. Noire shares quite 
a bit with the rest of Rockstar’s oeuvre: 

The game features a sprawling cityscape to 
explore, countless missions to take on, anda 
story that captures its time period. But 

upon further inspection, players will notice 
L.A. Noire’s most striking feature, one that 
will likely change the way developers ap- 
proach character design in gaming: the most 
realistic face-capture technology ever used in 
a video game. 

While Heavy Rain proved that developers 
are getting closer to emulating realistic facial 
movements in games, the technology behind 
L.A. Noire is groundbreaking. This Motion- 
Scan technology allows the developers to 
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The City of Violence 

The developers specifically chose 
1947 because it was one of L.A.'s 
most violent years. It was a time 

of turmoil that found many vets 

of World War II returning home to a 
city on the verge of massive change. 


MANY OF THE CASES YOU INVESTIGATE IN L.A. NOIRE AREN'T CHEERY, 
LIKE THIS ONE ABOUT A WOMAN'S BRUTAL MURDER IN A RESTROOM. 


realistically map the faces of L.A. Noire's 
actors as they read their lines. MotionScan 
employs dozens of cameras to capture even 
minute facial movements, which it then digi- 
tizes into the game. Rockstar explains that 
this also helps L.A. Noire’s designers; once 
scanned into the game, the faces require 
little design work. 

Rockstar created every character in the 
game using MotionScan—that’s over 
200 fully captured characters. Rockstar also 
showed off a comparison video of actor 
Aaron Staton (of Mad Men) performing 
lines from the game inside the MotionScan 
booth as Cole Phelps, and the effect was 
eerie; every subtle facial expression and 
mouth movement from Staton appeared 
with extreme precision on Phelps, and the 
mapping of Staton’s face perfectly matched 
Phelps’, making Staton’s video-game persona 
all the more believable. Aside from utilizing 
MotionScan, Rockstar and development 
house Team Bondi are using traditional mo- 
tion capture as well—for everything but the 
characters’ faces. 


The game relies heavily on MotionScan, 
as Phelps (and the player) has to pay close 
attention to characters’ facial movements 
during police interrogations in order to 
discern truth from deception. Available 
evidence can help in determining whether 
someone is telling the truth, but relying on 
subtle clues is sometimes the only option. 
Interrogations are a significant aspect of L.A. 
Noire, and these offer a new avenue of play 
not seen in Rockstar’s previous titles. One 
interrogation early in the game finds Phelps 
and his partner talking to a washed-up film 
actress named June Ballard, who crashed 
her car into a billboard with a 15-year-old 
girl in tow. 

Certain locations contain items that 
Phelps can pick up and manipulate, which 
occasionally offer more clues about crime 
scenes. Manipulating objects and closely 
examining any peculiarities will often add 
more talking points when interrogating sus- 
pects or witnesses. After surveying the crash 
site and gathering evidence, Phelps adds 
any items of interest to his notebook. After 
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Behind the Curtain 
Depth Analysis, 

1e company that 
created MotionScan, 


wants to utilize their 


technology In movies 
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that, Phelps begins interrogating Ballard. 
Depending on how she answers—the way 
she speaks and her facial movements—the 
player can decide whether to believe, doubt, 
or disbelieve her. Each of these options is 
available in every interrogation, and each 
leads to different paths on a case. Sometimes 
doubting a truthful answer causes a mission 
to take longer or possibly closes off a branch- 
ing path, while failing to doubt a dishonest 
response can leave you with more mysteries 
than answers. In Ballard’s case, nervous 
twitches and darting eyes accompanied 
many of her answers, clearly giving her an 
air of guilt. 

While doubting someone simply causes 
Phelps to push them for the truth (if the 
individual is indeed lying), disbelieving them 
prompts Phelps to offer evidence backing 
his claims. One piece of evidence linking 
Ballard to some seedy business concerning 
the young girl in the car is a pair of ripped 
underwear found at the scene. When 
Ballard denies that the girl was harmed, 
Phelps can disbelieve her and use the torn 


undergarment as evidence, causing Ballard 
to point the finger at prominent Hollywood 
director Mark Bishop. This is the beginning 
of one of many cases Phelps finds himself 
assigned to as he moves up the ranks at 


the LAPD. 


Interrogation is but one of Phelps’ many 
tools. The detective has access to the whole 
police department, which he can call on at 
anytime for help on a case. Of course, simply 
pulling out a cellphone and making a call 
wasn t an option in 1947, so Phelps has to 
rely on more antiquated technology to 
get the job done. Phelps can access any 
callbox, or “gamewell,” as they were known 
during this era, to ask for backup when 
things get hairy. 

Phelps can also make calls from any 
telephone he comes across in the game when 
a callbox isn't nearby. The department's 
research arm also proves useful, as Phelps 
can request information on subjects, such as 
their license plate numbers and addresses. 
Phelps can also take part in a number of side 
cases accessed through the police dispatch 
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radio while driving around Los Angeles. 
While Phelps will call on the police depart- 
ment at many times for help, he’s always 
joined by a partner, who changes as Phelps 
changes beats, or “desks.” Partners clue in 
Phelps on different ways to approach a case, 
what locations to visit, and which people to 
interrogate. They are also handy as backup 
in a firefight. 


o 


It’s easy for L.A. Noire’s detective gameplay to 
overshadow the beautiful and believable 1940s 
Los Angeles that Team Bondi has crafted. Cover- 
ing roughly 8 square miles in the game, the city is 
bustling with life, and the cars, skyscrapers, fash- 
ion, and the soundtrack ooze authenticity. The 
team put a great deal of work into researching 
the city as it was in 1947 rather than as it exists 
today, as the days of glass-encased office towers, 
sprawling freeways, and headache-inducing 
gridlock were still off in the future. 

Though L.A. Noire focuses on simulating the 
detective experience, it wouldn't be a Rockstar 
game without some epic combat sequences. 
Following the events of the earlier interrogation 
with Ms. Ballard, Phelps chases Bishop up and 
down one of the director’s movie sets in down- 
town L.A. Unfortunately for the pair, 

Ballard’s husband is connected with the Mafia, 
and they've called on some goons to take out 
Bishop. Combat in L.A. Noire is similar in many 
ways to the fighting in Grand Theft Auto IV, 
incorporating a cover system and third-person 
shooter-based mechanics. The key difference is 
that the weapons are authentic to their time, so 
you won't see Phelps chasing down bad guys 
with a rocket launcher. When weapons aren't 
available, Phelps is pretty good with his fists, 
which work well when taking on one enemy at 
a time. 

While we haven't seen everything L.A. Noire 
offers (it comes out later this year), it’s already 
broken new ground in terms of creating an 
immersive experience set in an interesting period 
of L.A.'s history virtually unexplored by video 
games. The MotionScan technology is one of the 
most impressive tools we’ve seen implemented 
into a game, and the detective thriller Team 
Bondi has crafted around it really makes L.A. 
Noire stand out among the rest of 2011's stellar 
list of games. 
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The Most 
\ Anticipated 3DS Games 


Words by Dave Rudden 
Get up to speed on the hottest 
titles for the Nintendo’s 3D 
handheld with this guide. 


onsole launches aren't typi- 
cally deep. Sure, a killer app or 
two may surface, but the flow 
of classics usually doesn’t 
arrive until a year or two into 
the hardware’s lifespan. The 3DS may change 
this, as Nintendo’s stockpiling a batch of 
potentially exciting games. If a majority of 
these come out in 2011, the 3DS could be 
a hit right out of the gate despite its hefty 
price of $300. 
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Kid Icarus: Uprising 


What is it? Kid Icarus: Uprising is the long- 
awaited return of the neglected Kid Icarus 
franchise. Almost 20 years after the last star- 
ring role for the winged warrior in Kid Icarus: 
Of Myths and Monsters for the original 
Game Boy, Pit makes his return in Kid Icarus: 
Uprising for the Nintendo 3DS. Unlike both 
of his previous adventures, which take place 
within upward-scrolling 2D stages, Uprising 
has the hero heading in all directions to best 
utilize the 3DS’s capability to display deeper 
3D perspectives. 


Where’s the Pit love? 

In a tournament against the 38-member cast 
of Super Smash Bros. Brawl on the Smash 
Back Room message board, Kid Icarus hero 
Pit finished 18th and in the “C” tier, behind 
the likes of Meta Knight (1), Solid Snake (2), 
and...Diddy Kong (3) and R.O.B. (17)? At least 
Pit beat out Jigglypuff (35). 


The gameplay comes in two distinct styles. 
Pit has a limited power of flight—the wings 
that Goddess of Light Palutena bestowed 
upon him burn up after 5 minutes—so the 
airborne sections of Uprising are limited to 
brief spurts of soaring and shooting akin 
to the Panzer Dragoon series. While some 
stages look like Star Fox—style romps that 
take place on a linear path, a handful of 
levels enclose Pit in a fixed area, giving the 
boy warrior more opportunities to perform 
evasive maneuvers. 

The majority of gameplay is presumably 
set on the ground, though the combat should 
be far from the slower style made famous 
by the 3D versions of The Legend of Zelda. 
Pit still has ranged projectile attacks and can 
make swift dives while engaging land-bound 
enemies. It feels like a speedier version of the 
combat in another recent Nintendo title, Sin 
and Punishment: Star Successor. 


How’s it looking? For just about every 
Nintendo fan with fond remembrances of 


1987’s Kid Icarus, seeing Pit at the center 
of a game is refreshing. Its Wii-caliber 
visuals are easy on the eyes and should 
make for an impressive demonstration of 
the 3DS’s capabilities. Combine the 
gorgeous graphics with the sweet- 
sounding score inspired by Hirokazu “Hip” 
Tanaka’s original Kid Icarus theme and 
gamers have little to worry about from an 
audio-visual perspective. 

But since we haven't played Uprising yet, 
we can’t vouch for its gameplay. Sure, 
Nintendo has created great flight-based 
titles (such as Star Fox) before, and their 
ground-based adventure titles are refined 
beyond compare (like The Legend of Zelda). 
Unfortunately, the company’s efforts to 
combine the two haven’t worked out as well, 
as the disappointing Star Fox Adventures 
can attest to. Given the fast pace of the 
action in Uprising, the combat could easily 
become an unmanageable mess. Hopefully, 
we ll play the game before the 3DS’s early 
2011 launch. 


The Legend of Zelda: 
Ocarina of Time 3D 


Whatis it? A slightly souped-up port 

of the original Nintendo 64 fan-favorite, 
The Legend of Zelda: Ocarina of Time 

3D keeps the award-winning graphics 

and soundtrack of the 1998 classic while 
adding a few tweaks geared toward the 
3DS’s strengths. One notable change is the 
quick-swapping of items; this allows Link 
to change tunics, swords, shields, or boots 
without having to make time-consuming 
menu dives. 


How’s it looking? It doesn’t look like 
Nintendo has replaced any of the art or 
assets from the 12-year-old original. The 
existing models do look sharper, given 
the standard native resolution of the 3DS 
screen. While simple by today’s standards, 
the colorful art style and consistent cam- 
era should allow for the game’s visuals to 
really pop in 3D. 


Nintendo’s 3D History 
The 3DS isn’t the first Nintendo system to boast 
3D games. They pulled off the feat with the 
Nintendo Entertainment System, pairing the 
games with a set of standard 3D glasses. Two 

of the titles were available in the U.S.—Square’s 
Rad Racer and 3-D Worldrunner—while the 
third, JJ, never left the shores of Japan. 


Nintendogs + Cats 


What is it? Nintendogs + Cats is the sequel 
to Nintendogs, the best-selling pet sim for 
the DS. As the name implies, the follow-up 
adds felines, allowing you to virtually touch 
and train their four-legged pals. The addition 
of a camera to the 3DS allows Nintendogs + 
Cats to feature facial recognition, meaning 
that your puppy or kitten may express joy 
upon seeing you—but might respond with 
fear or shyness if a stranger is using your 
system. The always-on connectivity should 
broaden the meet-and-greet Bark Mode from 
the original, allowing your pet to meet new 
friends without a wireless connection. 


How’s it looking? The original Nintendogs 
features lots of up-close moments with your 
virtual pet, which should make for some 
excellent 3D opportunities. The 3DS hard- 
ware’s increased horsepower should allow for 
fur texturing, making the visual jump all the 


more impressive over the 2005 original. 
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Nintendo's known for iterating its handheld hardware. 
This is especially true of its past two handhelds, the 
Game Boy Advance and the Nintendo DS. The two 
combine for seven different hardware iterations: the 
Game Boy Advance, the Game Boy Advance SP, the 
Game Boy Micro, the original DS, the DS Lite, the DSi, 
and the DSi XL. 


Make yourself at home! 


Animal Crossing 


What is it? Animal Crossing’s 3DS debut 
brings subtle tweaks to the franchise for- 
mula. The game puts your character at the 
center of their animal-filled town, giving the 
player duties akin to a mayor. With 

each of the previous Animal Crossings 
upping interactivity between friends, the 
always-on connectivity of the 3DS should 
allow for more meet-ups, visits, and trades 
between friends. 


How’s it looking? The characters received 
a bit of a makeover, trading out the squat 
“chibi style” design of the first three games 
for a motif that includes a more realistic 
torso and limbs. Given that the series has 
always been more of a style showcase than 

a visual powerhouse, one could assume that 
the subtle change was made to better display 
the 3D visuals. Early reports say the 3D 
effects for Animal Crossing are more subtle 


than in most 3DS games, but the towns have 
considerable visual depth as a result. 


Resident Evil: Revelations 


's it? Capcom is preparing an all-new 
exclusive chapter of the Resident Evil saga 
for the 3DS. Starring the duo from the first 
game (Chris Redfield and Jill Valentine), 
Revelations has the original STARS Alpha 
Team partners working together to trans- 
port a mysterious prisoner via a tanker ship. 
The trailer ends with a storm-driven tidal 
wave swamping the vessel, which sends 
things into disarray. 


How’s it looking? While the tease for 
Revelations doesn’t show gameplay footage, 
the eerie atmosphere and significance of 
the story suggest that the game will be just 
as narrative-driven as the series’ console 
entries. Upon first showing the title, 

Keiji Inafune, who was the title’s director at 


Everybody’s a (Meta)critic 

The Metal Gear Solid PSP games haven’t fared 
as well with critics as their console counterparts 
have. Portable Ops and Peace Walker carry a 
Metacritic average score of 88, whereas the four 
Metal Gear Solid console titles hold an average 
score of 94, with Metal Gear Solid 2: Sons of 
Liberty bagging the high score of 96. 
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The city of miracie-- 
Look how busy even at night. 
The city sure is sleepless. 


the time, pointed out the 3DS’s capability to 
better present up-close and personal scares. 
With Resident Evil 5 receiving criticism for 
favoring action over horror, Revelations 
could make for the series’ scariest setting yet. 


Professor Layton _ 
and the Mask of Miracle 


What is it? Level-5’s mystery-solving 
simulation is coming to the 3DS with the 
requisite visual upgrades. This prequel 
story has Layton and his apprentice, Luke, 
searching for perennial villain Jean Descole 
on a 3D-perspective map. Character interac- 
tion receives greater depth, with 2D sprites 
shelved in favor of polygonal models. 


How’s it looking? The game has received 
significant changes since its E3 debut, as 
the original 2D characters and maps have 
been swapped out for a more 3D-friendly 
style. Even though the game has never been 
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a tech powerhouse on the Nintendo DS, it’s 
nice to see some improvement to match the 
system's strengths, even if Layton won't ever 
be at the visual level of Link or Mario. 


Metal Gear Solid: 
Snake Eater 3D 


What is it? Konami's jungle adventures of 
Metal Gear Solid 3: Snake Eater are headed 
to the 3DS. The game isn’t getting any 
gameplay or visual overhauls for the 2004 
hit, though we’re hoping for an easier menu- 
navigation experience via the touch screen. 


How’s it looking? Metal Gear Solid 3: 
Snake Eater is among the PlayStation 2's 
most visually striking titles. Konami kept 
that game’s graphical style intact for the 
PSP’s two action-oriented Metal Gear games, 
so the design team should be fully capable 

of presenting the game’s lush forestry in a 
3D-friendly setting. 
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The Big Games of 2011 


Here are the most important games of the year—and dates when 


you should be able to get your hands on ‘em. 


M@. Featured Game 


Batman: Arkham City 
(PS3, Xbox 360, PC) 


{Page 64) 


Bulletstorm 
Target Release Date: February 22 
(PS3, Xbox 360, PC) 
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Conduit 2 
Target Release Date: February 
(Wil) 


Crysis 2 
Target Release Date: March 22 
(PS3, Xbox 360, PC) 
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Dead Space 2 
Target Release Date: January 25 
(PS3, Xbox 360, PC) 


(Page 22) 


Deus Ex: Human Revolution 
Target Release Date: March 8 
(PS3, Xbox 360, PC) 


| 


Diablo III 
(PC, Mac) 


Dragon Age 2 
Target Release Date: March 8 
(PS3, Xbox 360, PC) 


Driver: San Francisco 
(PS3. Xbox 360, Wii, PC, Mac) 


Duke Nukem Forever 
(PS3, Xbox 360, PC) 


Dungeon Siege III 
(PS3, Xbox 360, PC) 


(Page 26) 


F.E.A.R. 3 
Target Release Date: March 22 
(PS3, Xbox 360, PC) 


Gears of War 3 
(Xbox 360) 
(Page 40) 


Ghost Recon: 


Future Soldier 
(PS3, Xbox 360, Wii, DS, PSP. PC) 


Homefront 
Target Release Date: March 8 
(PS3, Xbox 360, PC) 


Infamous 2 
(PS3) 


Killzone 3 
Target Release Date: February 22 
(PS3) 


L.A. Noire 
(PS3, Xbox 360) 
(Page 70) 


The Legend of Zelda: 
Skyward Sword 

(Wii) 

(Page GO) 


LittleBigPlanet 2 

Target Release Date: January 18 
(PS3) 

(Page 62) 


Marvel vs. Capcom 3 
Target Release Date: February 15 
(PS3, Xbox 360) 


(Page 68) 


Mortal Kombat 
(PS3, Xbox 360) 
(Page 66) 


Nintendo 3DS Games 
Target Release Date: March 
(Page 74) 


Okamiden 


Target Release Date: March 15 
(DS) 


Pokémon: Black and White 
(DS) 


Portal 2 

Target Release Date: April 18 
(PS3, Xbox 360, PC, Mac) 
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Ratchet & Clank: 
All 4 One 
(PS3) 


Rage 
Target Release Date: September 13 
(PS3, Xbox 360, PC, Mac) 


Red Faction: 
Armageddon 
Target Release Date: May 
(PS3, Xbox 360, PC) 


(Page 50) 


Resistance 3 
(PS3) 


SOCOM 4 
(PS3) 


Star Wars: The Old Republic 
(PC) 


Tekken X Street Fighter 
(PS3, Xbox 360) 


Twisted Metal 
Target Release Date: March 1 
(PS3) 


Bonus 2012 Sneak Peek: 


Metal Gear Solid: Rising 
Target Release Date: 2012 
(PS3, Xbox 360, PC) 


(Page 52) 


BioWare 


How three medical students changed the face 
of roie-playing games. 


| | oone doubts that 
|‘ BioWare are a leader 
in the industry, both 
in terms of quality and design 
philosophy. The brains behind 
some of the best games of 
the past 12 years, BioWare 
have a portfolio of titles other 
studios would kill for. The 
past decade alone has seen it 
release modern-day classics 
like Star Wars: Knights of the 
Old Republic, Jade Empire, 


Mass Effect, and Dragon Age: 
Origins. Even with 15 years and 
a slew of games under their belt, 
BioWare have done something 
that many companies are 

still struggling with: staying 
relevant in a constantly 
changing world. Where many 
developers grasp for some 

sort of guidance and direction 
through the ever-thickening fog 
of change, BioWare are arguably 
right where they need to be. 


This success is made even 
more remarkable by the fact 
that BioWare was founded 
largely on a whim. When 
founders Greg Zeschuk and 
Ray Muzyka first met, the two 
were both working their way 
through medical school. The 
pair shared a mutual love of 
gaming and, along with their 
colleague, Augustine Yip, de- 
cided to try their hand at game 
development. Pooling together 
$100,000 in capital and drawing 
on their experience developing 
medical-simulation software for 
the University of Alberta, the 
three built a concept demo for 
what would eventually become 
BioWare's first video game, 


the MechWarrior-esque Shat- 
tered Steel. 

Intrigued by the new studio’s 
concept, then industry heavy- 
weight Interplay stepped in to 
help them finish the game. Re- 
leased in 1996, Shattered Steel 
enjoyed moderate success, and 
it set BioWare on their path to 
eventual greatness a few years 
later. That’s when they intro- 
duced a game that helped define 
the company’s future: Baldur’s 
Gate. Released on November 
30, 1998, the massive top-down 
RPG based in the Dungeons & 
Dragons’ Forgotten Realms set- 
ting was a breakout hit, selling 
2 million copies and effectively 
cementing BioWare's reputation 
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ANALYSIS 


| asa master of the computer 

| role-playing game genre. 

Fueled by the success of 

| Baldur’s Gate, BioWare would 

| goon to develop some of the 

| most critically acclaimed com- 

puter role-playing games of all 

time. Baldur’s Gate II exceeded 

its predecessor both in size 

| and reception, while Never- 

| winter Nights amazed gamers 

| and critics with its gameplay, 

depth, and impressive tools for 

user-generated content. During 

| this time BioWare also released 

| MDK2, an action game that 

| helped them grasp the mechan- 

ics of developing for consoles; 

| it also helped them hone their 

skills at crafting action-oriented 

gameplay, which came in handy 

| for Mass Effect. 

| But before embarking on 

| that space voyage, BioWare 

| dipped into an established 

| license in Star Wars, releasing 

| Knights of the Old Republic 

| for the Xbox and PC in 2003. 
Although it was their first foray 
into the console-RPG realm, 


BioWare are not 
committed to 
creating the best 
RPGso muchas 
they are focused 
on making the best 
game, regardless 

of the genre or 
expectations. 


their previous experience with 
MDK2 along with their genre 
expertise helped make the game 
one of the best Star Wars titles 
ever made. Despite this success, 
BioWare passed on making 

a sequel—Obsidian Studios 
took over development duties 
for Star Wars: Knights of the 
Old Republic II—to go explore 
uncharted worlds of their own. 
This led to Jade Empire as well 
as two franchises that have 
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become cornerstones of 
BioWare's success: Mass Effect 
and Dragon Age: Origins. 
While all maintain a core 

based in role-playing and moral 
choices, these games offered 

' wide varieties of gameplay 

- flavored with elements of tacti- 

cal role-playing, cover-based 

- shooters, and even a bit of mar- 

tial arts. BioWare endeavored 

| to offer something new with 

each experience, and in turn 

- the company proved they were 

- astudio that recognized the 

- importance of change. 

| Their rise to prominence is 

- one that coincides with the sad 

decline of a number of industry 

- and RPG mainstays. During 

: those same years that BioWare 

- were solidifying their position 

' in the RPG realm, Japanese 

developers were quickly losing 

- ground in the genre they helped 

' establish and popularize. In 
2002, a year before Knights 

- of the Old Republic came out, 

' Japanese developers held the 

/ majority of RPG sales on home 
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consoles thanks to franchises 
like Square Enix’s Final Fantasy 
and Namco’s Tales. Thanks 

to the efforts of BioWare and 
companies such as Bethesda 
Softworks (The Elder Scrolls, 
Fallout 3), Japan’s hold on the 
American console-RPG market 
has declined. 

“[Japanese developers] kept 
making the same thing, and, 
in a sense, almost provided an 
opening for all of us to jump in 
with our style of games,” 
Zeschuk said in a recent 
interview with the website 
IndustryGamers. 

Tired of the routine that 
many Japanese developers had 
fallen into, RPG fans began to 
drift away from the traditional 
points of power and toward 
emerging stars like BioWare and 
Bethesda, who were able to rise 
to prominence partly due toa 
development philosophy that 
embraced new ideas. This has 
been the secret to BioWare’s 
success, according to Mike 
Laidlaw, the lead designer for 


ol WUT itl ] 
ve Alara: VNTOD: 
Uidt War's: KO tid, 


Dragon Age: Origins and Dragon 
Age 2: The company empowers 
its employees to be bold and dar- 
ing, even if there are inherent 
risks involved. 

‘T've been with BioWare for 
seven years now, Laidlaw says, 
“and it’s been a very nurturing, 
supportive, and caring place to 
work while at the same time 
being driven toward really high- 
quality products. At the end of 
the day, you feel like you have 
the backing to be creative and 
at the same time the support 
you need to take risks. You feel 
like people have your back and 
will encourage you to broaden 
your horizons and grow as 
a person.” 

BioWare's philosophy also 
embodies the importance of 
change. Mass Effect 2, a game 
praised across the board as one 
of the best of this generation, 
garnered renown in no small 
part because of how deeply it 
fixed the issues of its predeces- 
sor. Many of the changes were 
simple tweaks, tightening and 


Jade Empire: 89 
Mass Effect: 91 


Sonic Chronicles: 89 
Dragon Age: Origins: $1 


replacing gears that didn’t quite 
fit in the first game. But in other 
cases, entire sections of the orig- 
inal were sent to the chopping 
block. BioWare made no attempt 
to repair the original’s clumsy 
vehicle sections or clunky inven- 
tory system. These were thrown 
out in favor of a simpler, tighter 
game. The company is staying 
true to this mindset with their 
next title, Dragon Age 2, yet 
another sequel to an immensely 
popular and successful title that 
features sweeping changes to the 
established formula. 

“We went out and looked 
at critical reviews [of Origins] 
across all platforms,” Laidlaw 
says. “We looked at fan feedback 
[to see] what resonated and 
what didn’t, and we tried to 
synthesize that into an action 
plan that we could look at and 
say, ‘These are the elements we 
want to improve, and these are 
the elements we absolutely want 
to keep.” 

Of course, it’s important that 
you change the right things for 


the right reasons, a lesson RPG 
stalwart Square Enix learned the 
hard way with 2010’s Final 
Fantasy XIII. While it was 

clear that a genuine effort had 
been put into redesigning the 
experience, it rubbed many fans 
the wrong way. Square-Enix 
dispensed with too many core 
tenets of the franchise, leav- 

ing many to wonder why the 
company had strayed so far from 
the core values that make Final 
Fantasy so beloved. 

“Final Fantasy XIII took a lot 
of risks , and I think it was really 
bold,” says Laidlaw. “Change 
is always tricky, and I applaud 
any efforts to broaden the 
horizons of the people playing 
the games.” 

For many RPG fans, the grow- 
ing list of changes promised for 
Dragon Age 2 have them fearing 
that it’s doomed to a similar fate 
as Final Fantasy XIII, leaving 
them to wonder if the sequel 
will only bear the franchise 
name while exhibiting none of 
its substance. The outcry might 


Where many devel- 
opers grasp for some 
sort of guidance and 
direction through the 
ever-thickening fog of 
Change, BioWare are 
arguably night where 
they need to be. 


be enough to convince some 
developers to reverse field and 
give the fanbase just more of 
what they want, but Laidlaw is 
firm in his belief that his team is 
doing the right thing. 

“I don’t think we ever con- 
sciously sit down and say ‘Let’s 
do something different because 
we need to do something dif- 
ferent.’ Being different for its 
own sake doesn’t really achieve 
anything,” says Laidlaw. “We’ve 
managed to make [Dragon 
Age 2] a game that is, at its 
heart, very much an RPG. But 
at the same time, I think we’ve 
managed to move away from 
the feeling that, because it’s 
an RPG, it must be stately and 
have these plodding mechanics 
just because.” 

It’s this commitment to 
excellence that has helped grow 
the company into one of the in- 
dustry’s guiding lights. BioWare 
are not committed to creating 
the best RPG as much as they 
are focused on making the best 
game, regardless of the genre 
or expectations. The company 
has a deep and storied legacy, 
but they’re fully aware that they 
don’t need to be constrained by 
past successes; rather, they can 
use it to their advantage by fully 
leveraging the trust they’ve built 
up with their fanbase to try new 
things with foresight, skill, and 
courage.—Stew Shearer 
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Dead Space 


EA’s survival-horror game helped mark anew 
chapter for the venerable publisher. 


PS3, Xbox 360, PC 
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hile Electronic Arts 
has a massive and 
varied portfolio 

of titles, it isn’t necessarily 
known as a purveyor of original 
intellectual properties; mostly, 
the company is known for 
established franchises like 
Madden and licensed tie-ins. So 
when EA announced not one 
but two new IPs in 2008, Dead 
Space and Mirror’s Edge, people 
noticed. It seemed to mark the 
beginnings of a new philosophy 
for EA, one focused on shedding 
its reputation as a company 
more interested in quantity 
than quality. 


Dead Space was born from a 


new development model for EA, 


one that relied heavily on back- 
story and world-building; not 
willing to completely abandon 
its business model, the compa- 
ny pumped out several related 
pieces of content months prior 
to the game’s release, including 
comics and an animated DVD. 
But unlike previous efforts that 
smacked of a cynical attempt 
to cash-in on prerelease hype, 
these extras actually helped 
flesh out the overall fiction of 
the game, leading to a much 
more fulfilling experience once 
Dead Space actually came out. 
“Making new IP isn't easy, 
and you ve got to take the right 
approach to it. The plan wasn’t 
just to come up with a bunch of 
stuff,” says Dead Space’s Senior 
Producer Steve Papoutsis. 
“Really, [we needed to] create a 


-- Isaac Clarke: | 


backstory for the universe so we 
understood what we were going 
to make. The IP extensions were 
another one of those evolutions 
for [EA] where they understood 
the value of creating fiction 

and creating backstory anda 
universe that could go a lot of 
different ways. It was a symp- 
tom of really trying to figure 
out a compelling universe to 
build the games in, because we 
didn’t know if we were going to 
get to do other games.” 

Dead Space changed many 
people’s perception of The 
House That Madden Built, both 
in the press and the gaming 
community. Prior to its release, 
skeptics questioned EA's ability 
to pull off the Herculean task 
of creating a worthwhile IP in 
a genre dominated by Resident 
Evil and Silent Hill. Critics 
didn’t know what to make of 
the game, a fact reflected in the 
many previews that cropped up 
before the game’s release. 

“That genre, from this 
company, sounds like a ter- 
rible idea,” Ars Technica’s Ben 
Kuchera noted in a preview, 
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adding, “The trick is convincing 
a jaded market that EA can do 
horror well.” 

1UP’s Matt Leone agreed: 
“When word of Dead Space first 
hit the message boards, many 
were quick to call it ‘EA’s 
BioShock.’ It wasn’t a huge 
stretch, given that BioShock 
had just shipped with incred- 
ibly good buzz and it was only a 
matter of time before something 
else tries to capitalize on that.” 

It's true that EA Redwood 
Shores, since renamed Visceral 
Games, was working in an estab- 
lished genre with its own set of 
rules. The team drew inspira- 
tion from contemporary titles 
such as Doom 3 and BioShock 
and films such as Event Horizon 
and Alien while also trying to 
give the genre their own spin. 
The result is a title that many 
critics praised for its high 
production values and polish but 
also scorned for its repetitive, 
derivative gameplay. Many crit- 
ics noted that if the gameplay 
matched the production values, 
it would have fared much better. 

“A distress call muffled 
by static, a strangely silent 
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spaceship, and a frantic dash for 
your life—that’s a good start to 
immersive horror,’ Official Xbox 
Magazine's Meghan Watt notes 
in her review. “Mindless plod- 
ding through rusty corridors on 
10 hours of FedEx missions— 
that’s not quite the middle we 
had in mind.” 

Team Xbox’s Dale Nardozzi 
also felt it was too repetitive. 
Despite giving it a high score, he 
still said, “Dead Space is slightly 
more routine in the meat-n-po- 
tatoes portion of its adventure. 
The core gameplay can feel a bit 
redundant after a while.” 

Another issue is the game’s 
capability to inspire fear, as no 
two people scare the same way. 
Opinions on its success as a hor- 
ror title were mixed during the 
prelaunch marketing push, with 
critics like Eurogamer’s Rob 
Fahey finding the game “genu- 
inely nail-biting” while IGN 
U.K.’s Matt Wales felt that the 
game lacked the ability to create 
any real suspense. 

“If true terror is born of the 
unpredictable, the unfamiliar, 
and the unknown,” Wales wrote 
in a preview article, “Dead Space 
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promises to be as distinctly hor- 
rifying as a trip to McDonald’s.” 

But the title won over many 
critics, and it established a large 
and supportive fanbase among 
the gaming community, a fact 
that Papoutsis found comfort- 
ing. “The old saying is seeing 
is believing,” he says, “[but] I 
think it’s touching is believing 
and seeing how it’s all working. 
You can show people stuff on 
the Internet all you want, [but 
it isn’t until] you’re actually sit- 
ting there with the [controller] 
in your hand and you have the 
great audio [that] you can feel 
how the game plays. People were 
very skeptical, and I think at the 
time, some people were shocked 
that EA was doing something 
like Dead Space.” 

Dead Space earned a Metac- 
ritic score of 89, with only 
three reviews of 70 or below. 
GamePro’s Travis Moses called it 
“unflinchingly violent from start 
to finish. [It’s] unpredictable and 
incredibly intense.” 

Part of the game’s success is 
the cohesive fiction of the world; 
elements like the HUD are 
cleverly incorporated, leading to 


a clutter-free experience. Every 
weapon has an ammo counter, 
the health bar is clearly visible 
on the character’s back, and the 
story sequences are emitted 
from a hologram projector on 
Clarke’s chest. 

But while it has the momen- 
tum generated by its popular 
predecessor, Dead Space 2 
is still under a huge amount 
of pressure to perform well. 
2008's Wii spin-off, Dead Space: 
Extraction, tanked commercially 
despite drawing praise, and the 
downloadable tie-in, Dead Space: 
Ignition, flopped critically. So 
far, the series has had only one 
hit, which places a heavy burden 
on Dead Space 2 to prove that 
the franchise can survive in a 
highly competitive market. EA 
has already become risk-averse 
with Briital Legend and Mirror’s 
Edge failing commercially. If 
Dead Space 2 fails to recapture 
the imaginations of gamers, 
this could be the last time we 
see Isaac Clarke. Hopefully, the 
franchise thrives, showing EA 
that new IPs can survive, even if 
it takes a few versions. 


—Timothy J. Seppala 
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Fallout: New Vegas 


The final word on Bethesda’s sinful adventure 


in the Mojave 
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had a lot of issues with 

Fallout: New Vegas when 

I played it for review, but 
none of those problems were big 
enough to ruin my experience. 
As I said in my conclusion, “[The] 
laundry list of complaints might 
seem like a game-breaker, but 
that I could suffer through them 
repeatedly during my marathon 
New Vegas weekend and still walk 
away feeling not only satisfied but 
hungry for more says something 
about the power of the formula 
that Bethesda has crafted.” This 
was true even after I wrapped 
up my review: At that time, I 


had invested about 30 hours in 
the game, and I still went back 

and invested another 25 hours 
after that. 

It’s going to sound anticlimac- 
tic, but finally beating the game 
only reaffirmed the opinions I ex- 
pressed in my review: The game 
is buggy and has a lot of little is- 
sues, but overall, it is fun, and I’m 
happy with the return I got on 
my investment. I feel good about 
the score I gave New Vegas—4.5 
stars out of 5—and I don’t have 
any big regrets or anything I wish 
I could take back. 

But I still ran into some issues 
after my review had been filed 
that I thought warranted a 
discussion. First off, the game’s 
open world is great, but I found 
myself stumbling upon locations 
without the corresponding quest 
activated, making them nothing 
more than pit stops on my 


journey. Worse still, I beat the 
game still not knowing the 
significance of sites like the 
Crashed Vertibird. To be fair, you 
can't expect to see every quest in 
a game this massive, but it sucks 
to wander into an interesting 
area and not have a single clue as 
to what you have to do to learn 
more about it. A dropped note or 
journal hinting at a connection 
to an NPC or another location 
would have made sense both in 
terms of the narrative and quest 
structure. Compounding the 
issue is how some major map 
locations seem to have no quest 
significance at all, making things 
even more confusing. 

I also found myself missing 
out on quests simply because 
unique NPCs weren't clearly 
identified. In the beginning, 

I'd walk into a new area and 
approach almost every person 
to see if they had an actual 
name; this would clue me in that 
they might have something 
interesting to say. But it’s hard 
to continue doing that over the 
course of 45 hours and nearly 
80 locations visited; I’m sure I 
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Cazadores 


I think the biggest 
issue [uncovered 
after my review, 
however, is the way 
the game handles 
reputation; your 
actions Carry conse- 
quences even 
when no one is 
around to witness 
them, which I just 
found odd. 


walked right past key characters 
without even realizing it. 

I think the biggest issue I 
uncovered after my review, how- 
ever, is the way the game handles 
reputation; your actions carry 
consequences even when no one 
is around to witness them, which I 
just found odd. It was a minor an- 
noyance until it completely ruined 
my standing with Caesar’s Legion 
in the most nonsensical of ways. I 


Faction that benefited 


the most from his actions 


received Caesar’s invitation to visit 
him at his fortress right before I 
stopped to write my review, but 
lignored it because I didn’t want 
to trigger any endgame missions 
until later. Unfortunately, while 

I was out in the wilderness, I ran 
into two of his Legionnaires, who 
I wound up killing. There was no 
way Caesar could have known | 
did this, but I was immediately 
declared an enemy of the Legion 
anyway. It was an arbitrary con- 
sequence that closed off an entire 
branch of the narrative to me, and 
had I known, I would have paid 
the tyrant a visit sooner. 

I could have reverted to an 
earlier save as soon as | was vili- 
fied, but it bothered me that I was 
essentially pushed off a narrative 
cliff without warning. I soldiered 
on, wanting to see how it would 
play out, but the game handled 
it by basically treating Caesar’s 
Legion as if it was no longer there. 
This was especially odd because 
he possessed the game’s Holy 
Grail, the Platinum Chip, which I 
assume he would have given me 
through a quest of some sort. 

I only stumbled upon it when I 
went to the Fort in a fit of bore- 
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dom and starting killing everyone, 
leaving me to wonder how the 
game would have resolved this 
narrative knot if I hadn’t gone to 
the Fort on my own. 

I also learned the hard way 
that the order in which you 
complete quests matters greatly. 
I activated minor endgame 
quests—investigating the Omer- 
tas and the White Glove Society, 
for example—after doing major 
endgame quests like killing 
Mr. House, which caused all 
sorts of logistical issues with my 
ending. New Vegas is admittedly 
an open-ended game, but so is 
Fallout 3, and my experience with 
that game was more or less like 
a long row of dominos crashing 
down, one after the other; there 
was a sense of buildup as the 
pieces all fell into their proper 
places. I never really got that with 
New Vegas, and my ending felt a 
bit disjointed because of it. 

Still, after watching the credits 
roll and learning the fates of all 
the people, mutants, and other 
characters I'd encountered during 
my time wandering the Mojave, 

I walked away feeling fairly satis- 
fied. I’m still bothered that the 


After watching 

the credits roll and 
learning the fates 

of all the people, 
mutants, and other 
Characters Id en- 
countered during 
my time wandering 
the Mojave, I walked 
away feeling fairly 
Satisfied. 
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game didn't allow me to interact 
with Caesar, and I really hope 
Bethesda either significantly 
upgrades the Gamebryo engine or 
ditches it altogether for the next 
Fallout because it’s unwieldy. But 
I still believe that my score is ap- 
propriate. The game is not perfect, 
and as you can tell, I experienced 
my fair share of frustrations, but 
it still entertained me for most of 
the 55 hours I invested in it, and 
to me, that’s the mark of a good 
game.—Tae K. Kim 
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The third installment of the RPG series embodies 
its creator’s vision, for be 
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lay a Peter Molyneux- 

designed title and it 

becomes clear that the 
man wears his heart on his 
sleeve. Games like Populous, 
Black & White, and Magic 
Carpet clearly showcase his love 
of choice, consequence, and 
immersion, so it makes sense 
that Fable, the series he’s best 
known for, would represent the 
nexus where his values come 
together to form a cohesive 
whole. The games themselves 
have often fallen short of 
Molyneux’s lofty ambitions, yet 
they still provide an experience 


ter and worse. 


33 fet 


that fully encapsulates his 
thoughts and ideas in digital 
form. Fable III continues this, 
refining the Fable formula by 
streamlining the franchise's 
core concepts to fit Molyneux’s 
vision. But while each of the 
additions strive to elevate the 
experience, the result is a new 
set of flaws that weigh down 
the solidly constructed core of 
previous titles. 

The interface tweaks, for 
example, were an obvious at- 
tempt to cut down on clutter 
and better immerse the player; 
unfortunately, this resulted in 
unintended side effects that 
had a negative impact on the 
game. For instance, the Sanctu- 
ary, which serves as a base of 
operation where you could walk 
around and tangibly interact 
with your inventory, was sup- 
posed to replace the clunky 
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menu system of Fable II. It was 
also included as a means of 
increasing player immersion by 
not interrupting the experience. 
Some critics, like GameSpy’s 
Rory Manion, love the idea. 
“The Sanctuary system is a 
stroke of genius,’ he says, 
“something that every designer 
working in the action-role- 
playing genre should seek to 
emulate and improve upon.” 
But others found that 
walking around your inven- 
tory slowed the game's. Giant 
Bomb’s Brad Shoemaker says 
that “this intermediate step 
between exploring the world 
and accessing important infor- 
mation starts to make the game 
feel ponderous after a while.” 
Molyneux has also said that 
he isn’t sure he would describe 
Fable as an RPG anymore, an 
idea that becomes clearer when 
you look at the franchise's evo- 
lution. For instance, combat has 
become simpler, and onscreen 
information has grown scarcer. 
But Fable III’s new focus ona 
contextual HUD seems to be 
nothing but a hindrance. 
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“In-game, you no longer see 
helpful things like a life bar, so 
you never know exactly how 
close to death you are nor how 
many health potions you have 
remaining,’ says Shoemaker, 

a sentiment most reviewers 
agreed with. 

Another immersive aspect of 
the game is the new touch emote 
system. Put simply, many of the 
interactions the player has with 
NPCs involve touching them in 
some way. The most interesting 
feature is the player’s ability to 
hold hands with any NPC and 
lead them to different locations. 
GamePro's own AJ Glasser found 
that this mechanic “successfully 
creates the illusion of responsi- 
bility for whatever nonplayable 
character you're leading around 
by the hand.” 

This comes with a significant 
tradeoff. “Previously, you could 
perform any learned gesture at 
any time. Now? You're limited 
to a couple options, and you 
have to wait for the choices to 
cycle through after every move,” 
GameSpot’s Tom McShea says. 

Though reviewers debated 
how well these design decisions 


immerse the player in the game 
world, all agreed that techni- 

cal issues mar the experience. 
1UP’s Thierry Nguyen cites 
“quirky glitches, like how the 
breadcrumb trail disappears 

at random, or how enemy A.I. 
sometimes stands around 
untriggered” in his review, as 
well as a particularly memorable 
hand-holding glitch where “your 
character’s hands goofily stretch 
a couple of feet to maintain 
touch contact.” 

The other buzzworthy Fable 
concepts Molyneux touts are 
choice and consequence. Not 
only do you have to make several 
binary decisions that have an 
effect on the world, but you 
also have to worry about what 
people think of you. Perform 
too many “evil” actions and the 
locals won't think highly of you. 
Add to that assorted actions like 
polygamy and buying real estate 
and you have a wealth of differ- 
ent ways the player can have an 
impact on the game world. 

“Building a family, commit- 
ting murder, taking up odd jobs, 
playing merchant, or simply 
customizing the look of your 


‘Lionhead a Black & White: 90 
siorholinc hands Studios RPONT Garth: :::i:-85 


Total hours of Kinect support 
4 recorded dialogue Dropped: 


character are all included as side 
distractions, and the world of 
Albion will react to your actions,” 
says IGN's Erik Brudvig. 

Yet this spirit collapses on 
its own weight when the game 
enters its final phase. After you 
accomplish the central goal of 
overthrowing the corrupt king, 
you take a turn at ruling over 
Albion. The game tasks the 
player with making several big 
decisions that can change the 
land drastically. Of course, this 
too is often a binary choice, as 
one will be very good and one 
will be unspeakably evil. More is 
at stake, however, than just your 
morality meter, as both paths 
have unfortunate consequences. 

Jeff Cork of Game Informer 
likes the spirit behind the con- 
cept. “You can’t be everything to 
everyone in Albion,” he writes. 
“Some people are going to be 
disappointed in you. No easy an- 
swers exist, and there aren’t any 
last-second saviors to bail you 
out from your poor planning.” 

The utter futility of the 
scenario and the heavy-handed 
way it is handled, however, rubs 
Glasser the wrong way. “You will 


become king or queen, the bad 
thing that’s supposed to happen 
will happen, and no matter how 
much of a paragon or renegade 
you are, you cannot choose to do 
something other than make or 
spend money.” 

Stripped of the additional 
features and gameplay tweaks, 
Fable III is a beefier version 
Fable II, which is perhaps why 
the game registered a respect- 
able Metacritic score of 80. It’s 
still an immensely charming 
game with tons of fun and wacky 
things to do. But judging from 
the critical response, Molyneux’s 
continuing quest to infuse Fable 
with his signature design ideals 
hasn't made things necessarily 
better; many critics feel as if the 
game took two steps backward 
for every one step forward. 

But Molyneux is known for his 
strong convictions, and he will 
no doubt have more tricks up his 
sleeve for his next title, whether 
it’s Fable IV or a new franchise 
altogether. Here’s hoping that 
he’s able to produce a title whose 
quality fully matches the scope 
and depth of his vision. 
—Jeremy Signor 
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Assassin’s Creed: 
Brotherhood 


Four members of the development team weigh in 


on Ezio’s latest adventure. 
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e asked key members 

of the Assassin’s 

Creed: Brotherhood 
team to discuss the development 
process and what the future 
holds for Ezio. Taking part in the 
interview is Stéphane Baudet, 
creative director of Ubisoft's 
Annecy Studio in France; 
Mathieu Gagnon, artistic director 
of Annecy; Producer Vincent 
Pontbriand; and Scriptwriter 
Jeffrey Yohalem. 


GamePro: Assassin's Creed: 
Brotherhood comes just one 


year after Assassin's Creed 2, 
and many think it’s the best 
game in the series. How did 
such an impressive game come 
to be after just 12 months? 
Vincent Pontbriand: Almost 
the entire team of Assassin's 
Creed 2 returned on Brother- 
hood, which provided us with a 
lot of talent who had experience 
with the technology, the game, 
and its mechanics. Thus, we 
were able to create new 
elements and improve on the 
bases of AC2 very quickly. 

AC:B was a true international 
effort as well. The Quebec 
studio worked on the Leo war 
machines, while Singapore 
worked on the secret locations. 
Multiplayer was mainly devel- 
oped in Annecy, with help from 
our Bucharest studio. 


GP: The single-player story is 
simpler than past installments, 
with fewer cinematics and an 
emphasis on side-quests. Did 
adding multiplayer mean sacri- 
ficing single-player resources? 
VP: No resources where 
“sacrificed,” as Ubisoft’s Annecy 
studio has been working on the 
multiplayer for three years. For 
us, Ezio is on a journey to become 
a leader and must recruit allies to 
help the people of Roma against 
the Borgia. Freeing an entire 

city requires large actions as well 
as small ones, hence the large 
number of side-quests. 


GP: What was the largest ob- 
stacle in adding multiplayer to a 
single-player-focused franchise? 
Stéphane Baudet: Balancing is 
a big challenge for all multiplayer 
games; rules have to be refined 
multiple times in order to get 
them right. The design work is 
totally different as well. In a mul- 
tiplayer game, the players create 
their own game experience; you 
can't use scripted events to force 
them to play the way you think 
they should. The game rules, 


score, sign, and feedbacks will 
only encourage the players to 
play a certain way, but at the end 
of the day, they will do whatever 
they can to win. In order to make 
the game fun, we observe and 
record statistics during playtest 
sessions. Based on that data and 
our observations, we adjust the 
rules to remove frustrations and 
increase the fun factor. It is a bit 
like cooking; testing the meal 
and adjusting the ingredients 

is necessary to get the best pos- 
sible recipe. 

Mathieu Gagnon: Artistically, 
the deal was to do maps that 
keep the feeling of the franchise 
but are adapted to multiplayer 
constraints. In multiplayer, the 
rhythm of the game is a bit dif- 
ferent, so you have to be careful 
due to the fact that you’re both 
a pursuer and a target. The play- 
er needs to know at all times 
where he can blend with the 
crowd, where he can escape to, 
and what shortcut he can take 
to get to his target. We searched 
for Italian Renaissance cities 
with great charisma, giving each 
of them a unique ambiance; the 
player will recognize the city 
he’s in just by looking at the 
main colors. All city designs are 
also historically inspired for 
better immersion and feeling of 
realism. 


GP: Where did the decision 

to play in Rome, a larger city, 
rather than AC’s traditional 
smaller three come from? 

VP: We felt that Rome was so 
majestic, so monumental, [that] 
it had the potential to be the 
setting for a game on its own. 
Rome is three times the size of 
Venice and is composed of four 
distinct districts, which affects 
heavily how you play in them. For 
example, Vatican City is full of tall 
buildings and well-known land- 
marks while the Roman ruins are 
full of rundown buildings and 

old ruins; jumps between ruins 
require more precision while less 
climbing is necessary. There’s also 
the countryside where the Seven 
Hills of Rome provide a perfect 
playground for horse-chase and 
horse-free-running sequences. 


The challenges were considerable, 
but Iam very proud that the team 
pulled it off and created a city full 

of life and detail. 


GP: Was a cooperative campaign 
ever in the cards? 

VP: Our objective with the 
multiplayer experience is to offer 
a very attractive and innovative 
experience that fits into the 
overall Assassin’s Creed experi- 
ence. The narrative behind mul- 
tiplayer is driven by the ongoing 
struggle between Templars and 
Assassins in the present time. 
Templars have created multiple 
animus machines to train them- 
selves against Assassins and 
Desmond. The entire approach 
for MP is being developed to 
support our narrative ambitions. 
Therefore, we are delivering it 

in a format that can’t be in the 
main story as a co-op mode. 


GP: One of the coolest set of 
side-quests is Ezio’s flashbacks 
to Cristina. Will we see more 
gaps like this filled in the future? 
Jeffrey Yohalem: The Assas- 
sin’s Creed games are all about 


‘I think the most interesting thing we have 
proven with the narrative of the series is 
that plot-based rewards like the Truth video 
or the Cristina missions are sought after by 
players.” —Jeffrey Yohalem scriptwriter, 


Assassins Creed: Brotherhood 


exploring the possibilities of 
interactive narrative and narra- 
tive layering, so expect ongoing 
experiments with time. I think 
the most interesting thing we 
have proven with the narrative 
of the series is that plot-based 
rewards like the Truth video or 
the Cristina missions are sought 
after by players. As storytellers, 
that really warms our hearts. 


GP: Is Desmond's increasing 
onscreen frequency indicative 
of a new direction for Assassin’s 
Creed? Will we leave the animus 
behind and play in the present? 
JY: The story is building to 
something big, but as to what 


that means for Desmond, you'll 
have to wait and see. 


GP: Players hear some unfa- 
miliar, panicked voices over the 
credits speaking vaguely about 
putting someone back into an 
animus. Is someone in the future 
experiencing Desmond’s story, 
and his Altair/Ezio memories, 
through another animus? 

JY: Interesting theory. No 
comment. [Laughs] 


GP: When will we learn who 
these people are and what they 
are up to? 

JY: Don’t worry—we won't 
leave you hanging.... 


GP: AC:B's ending is tense, but 
it comes completely out of left 
field. What little explanation ex- 
ists is confusing, and the abrupt 
cut to credits makes it even 
more mind-boggling. Did you 
mean to leave those questions 
unanswered? 

JY: If you look back through the 
game and go explore the side 
stuff, you may find that it’s less 
unexpected than it appears at 
first glance. The answer to your 
question, however, is “Yes.” 
They call it a cliff-hanger fora 
reason. [Laughs] 


GP: What's the most significant 
benefit that comes with throw- 
ing the audience a narrative 
curveball like this? 

JY: Your audience is right there 
with you, on the edge of their 
seats. It’s like a spectacular car 
crash, and they’re all wondering 
how you, the writer, are going to 
get out alive. If you AC fans want 
to see what emerges, stay tuned. 


Freelance writer Mitchell Dyer 
contributed to this article. 


BONUSLEVEL 


EAST COAST 


Robert Khoo, the show director for Penny Arcade Expo, details the origins of PAX 
East and hints at the changes for this year’s show. 
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“We started to hit the 
upper-capacity limit [of] the 
PAX Prime venue in 2007 
and realized there were only 
a few options to deal with 
[the] demand. 

“There were three big rea- 
sons behind choosing Bos- 
ton. Firstly, the density of 
folks within a 3- to 4-hour 
drive was superheavy. We 
wanted to make sure the 
show was accessible to as 
many people as possible. @ 
Secondly, the city and venue 


demonstrated a real desire 
to actually have the show 
in Boston. The biggest 
reason, however, was that 
Boston just felt right. From 
the college culture to the 
growing local game indus- 
try, @ Boston would have 
been tough to ignore.” 


“Along with the new venue 
© and increased capacity 
[for PAX 2011], the exhibit 
floor is going to be pretty 
insane. PAX East was a bit 
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of a test for publishers to 
see how it would go, and 
after seeing the results in 
2010, they’re coming in 
full force for 2011.” 


“When planning the first 
PAX East, we anticipated 
the attendees to have that 
East Coast edge about 
them. But honestly, that 
just wasn't the case. I think 
gamers in general are cut 
from the same cloth when 
it comes to those shared 


cultural experiences— 
everyone was there to have 
fun and enjoy the show. @ 
“PAX was created because 
we felt it was filling a void 
in the marketplace. We had 
been to comic conventions 
and anime shows for years, 
but there wasn’t anything 
that both embodied and 
celebrated gaming culture 
quite like PAX does. At the 
end of the day, we're just 
happy and hopeful that 
we re doing the community 
justice with it.” © 


EXPERIENCE ALL THAT E3 EXPO 
HAS TO OFFER BY REGISTERING 
TODAY AT WWW.E3EXPO.COM. 
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E3 Expo is a trade event and only qualified industry professionals may attend. 
IDC No one under 17 will be admitted, including infants. Visit www.E3Expo.com for registration guidelines. 
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: Fuel to fly. yor milk? 


©2010 AMERICA’S 


See how the nutrients in lowfat 
milk help Apolo refuel after a race at 
bodybymilk.com/apoloohno 


